Series Heads in Unreal Directio 


DE AURA Ui 
IWAS BUST t 


Ee 


3 
ee = 
a 


ve’ {eS 
S 
3843 Se 


7 


HPCs Under) 


q 


“—Y] ial 


) $ 
Ht 
iam 


G 


i ! 


*) 


December 1998 
$6.99 Canada $7.99 


An IDG Communications Publication 


ae enayene 


2 Stik 


WkVisetess 


MRE LRT Tee seen ve 


and the seas became as BLOOD. 


4 of edb daban 


“ be : : : Fie Bee nialampeesn ES RE Bes : ee 2 ae wna 3 sons Ie oe eae enon ogg, 


Ss walinalniiptuldate sii cenammuais se se tse 
RC ie : 


ee 


wae 


“ a ‘ 


T interetti 
San Hid TG. art es loge and: ‘ ki ; Bieta ; “<> CONTENT RATED BY Ati aa a ane ; Bake seas wpb: aes ieee ee : oftware A 
} Al other. trademarks are BS RO I es eS RS eee -the-choset So gtgamesicom: = ff www.gtinteracti 


Flame Throwers, Tesla Cannons, 
Voodoo Dolls and Humiliation Animations. 


} av ERT z ; q 
Take blootished to the next level with new) | 
€ DIOONSHED (0 he NeXt level With new 
ee 
3D engine and fully modeled 3D characters. 


- 
J J 
' ‘ * 


Explore vast, vivid, environments- } 
and destroy everything in sight. 


30+screaming fast, totally immersive | 
and completely bloodsoaked levels. | 


a fe 
Four customizable, playable characters: 
| 9 t a 
= z - 
| Caleb, Ophelia, Gabriella and Ishmael 
5 : ay - s 


s em > sete ~ 


Seen treat o 


SER recisiabiticn 


DEEPER SPECIAL OPS STEALTH-SQUAD COMBAT IN GRITTIE ATTACKS ON INTELLIGENT ENEMY FORCES 
40 INDOOR/OUTDOOR MISSIONS. THAT ADAPT TO YOUR TACTICS. 


0 


= 
5 aunt 
= 

o 
a 

= 
= 

4 

a 
7) 
< 
oo 
@> 
o 
ban 
© 

2) 
ine 


visio 


tered trademark of Acti 


VISION i$ a regis 


* 


. Act 


created and owned by Dream Pod 9, In 


OFFICIAL 
HEAVY 


GEAR} 
UNIVERSE 


Ms 


DEAN POD 9 


FROM OUTER SPACE TO SWAMP ZONES. 


| ARSHE BATTLES IN HOSTILE SCI-FI CONDITIONS - FASTE COMBAT ACTION WITH ACTIVISION’S 
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Real-time body impact physics —— 
blow off arms, legs, 
heads! 
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X-COM: Alliance 


By Peter Olafson 


The vaunted series makes a sweeping 
move forward—thanks to the Unreal 
engine—with an excellent combo of 
first-person shooting coupled with team 
tactics. Plus, a look at other upcoming 
games grounded in the same Unreality. 


Babewatch 


By Cindy Vanous 


They’re hip. They’re happenin’. 
And they’re hot! The gag- 
gle of gaming gals that’ll 
be gracing your PC screen soon will be more than 


enough to warm your blood this winter. 


18 Sub-$1,000 PCs 


By Joel Strauch and Danny W. Lam 


Would you think someone was nuts if they told 
you they could get a great gaming PC for 
under a thousand bucks? Would you be 
right? You might be surprised at what we 
found for less than a grand in our quest 


for an inexpensive gaming machine. 


Holiday Gift Guide 


By Daniel Morris 


Whether you’re shopping for an pee Ae 


action-game lover, a strategist, a sports fanatic, 
or even an adventurer, we’ve got you covered. Delving 
into the minds of genre-crossed gamers, we’ve 

compiled the ultimate gift guide for whatever per- 
sonality you’re buying for. 


Game Wire 
By Peter Olafson 


Squad games break out, expect a second System 
Shock, and check out Confounding Factor’s Galleon. 
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4 | / : FEATURES EDITOR Joel Strauch 

Cy, Ia ane : the mall, sit on some ays lap, read him SENIOR COPY EDITOR/ACTING M.E. Karen Eng 

your wish yo rything your little gaming heart desires. re Diasiet inion 

You have to vou hay ourself heard. Go to the North Pole ASSISTANT EDITOR Danny W. Lam 

and start knocking down d il ‘man. | mean, do you realize how ASSISTANT DISC PRODUCER Christopher Tou 


cgames.com. See, the first wish on my CONTRIBUTING EDITORS 


of this fine magazine, a position I’m Barry Brenesal, David Gerding, Chris Hudak, Steve Klett, 
Bob Lindstrom, Andy Mahood, Don St. John 


a ling our talented editorial team in its quest 


alysis, features, and reviews so that you can Bet DESIGN/PRODUCTION 

bee ART DIRECTOR Bruce Gardner 
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the Microsoft® Sidewinder™ Force Feedback 


ce Feedback Pro joystick. Feel the force of eve ame actior buttons to the actions in the games. 


the palm of your hand, thanks to a colossal 16 bit, 25 MHz _ them with over eighty games? Buckle 


Microsoft Urban Assault™ comes free with the Force Feedback Pro. 
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Force Feedback Wheel Force Feedback Pro Joystick 


MICROSOFT® 


with the Wheel. 


Want more? Visit microsoft.com/SideWinder 


Welcome to the PC Games CD-ROM. 
We've put together the most user- 
friendly, simian-free, game-packed 
CD ever. Below are the instructions— 
but we figure you'll find your way 
around soon enough. 


Getting Started 
Win 95/98: Place the CD-ROM in the drive. 
Click on the Start button and select Run. Type 


x:\pegames.exe (where “x” is the letter of your 
CD-ROM drive) and hit Enter. The interface 
will recognize your operating system and run 
the enhanced 32-bit version. 

Windows 3.x: In Program Manager, select “File” 
and “Run”. Type x:\pcgames.exe (where “x” is 
the letter of your CD-ROM drive) and hit Enter. 
The interface will recognize your OS and run the 
16-bit version. 

Recommendation: For best results, run the inter- 
face in 16-bit high color. 

Tech help on running the demos is the respon- 
sibility of their respective publishers. For sup- 
port on running the CD interface, direct queries 
to cdtech@pcgames.com. 


Using the Web Link 


We've supplied a quick-hit Web link for more in- 
formation. Whenever you see the Web link, click 
to jump straight to that site. The first time you 


It's easy. Click on i Damei tab to 


show the demos. Click on the Updates: 
tab for the patches. Click on the Other - 


se to find the are — treats. 


Wing Commander: Secret Ee 
Ops 


December 1998 


run this function, you’ll be prompted to locate 
your Web browser’s executable file. Default 
directories for these files are: 
C:\ProgramFiles\InternetExplorer\ 
iexplore.exe 
C:\Program\Files\Netscape\Communi 
cator\Program\netscape.exe 
Double-click on the iexplore.exe or 
netscape.exe to run the browser. This in- 
formation is then stored in the PC Games 


directory on your C: drive. 


DEMO of the MONTH 
Vigtiance 

SegaSoft jumps full force into the action realm 
with Vigilance, a first/third-person shooter 
that features eight SION (Special Intelligence 
Operations Network) operatives with different 
skills and abilities, 25 missions that have several 
goals, 18 enemies, 20 weapons, and beauti- 
ful real-world environments. This demo has 
both single- and multiplayer capabilities (on 


HEAT-net). 


Piones saad the information ere 
_ it’s often import t to successful — 


installation meteor 
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Full Game (1* Episode) 


run the install 


lor setup pro- 


‘month's $ issue and CD. 
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GREAT DEMOS 


Vigilance 


Demos/Online Games: 


101: The Airborne Invasion of Normandy 
Carmageddon 2 

The Creed 

Get Medieval 

Gunmetal 

iF/A-18E Carrier Strike Fighter 

Israeli Air Force 

Powerslide 

Rage of Mages 

Rainbow Six 

Return Fire 2 

Tiger Woods 99 

Viper Racing 

Wing Commander: Secret Ops (episode 1) 


Get Medieval 


Patches: 


Gunmetal v. 1.3 
Unreal v. 2.17 Beta 
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DEDICATED ROCKET 
ARENA SERVER 


Me 


iach 


So you think you’re the best there is with a 
rocket launcher in Quake II? Well, prove it to 
everyone else and see how many opponents 
you can beat before losing your place at the 


oy 


top of the list on PC Games’ new Rocket 
Arena server. Once you download and install 
the RA mod, you'll be ready to go. Visit the 
Frag section of PC Games.com for more de- 
tails (www.pegames.com/frag). If you already 
have Rocket Arena installed, go directly to 
209.155.74.205, or rocket.pcgames.com. 
And don’t worry, we didn’t sacrifice our 
Quake H-deathmatch dedicated server 
(209.155.74.206) to bring Rocket Arena to 
you. Enjoy—and if you have any suggestions 
or comments about our servers, send them 


to frag@pcgames.com. 


PC GAMES.COM 
IS LIVE! 


The new PC Games.com continues to bring 
you great new exclusives as well as the best 


from the pages of the magazine. 
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NVIDIA News 


GOT A BEEF? 
THEN MOUTH OFF 


Ania | 


Shirase, 
Be. 


Come on, quit bothering your mom about 


whether Epic will get the Unreal multiplayer 
code right before Duke Nukem Forever ships. 
Ask us instead. And if you make some kind of 
sense, we'll post your views online in the new 
Mouth Off section. Send your tender thoughts 


to mouthoff@pcgames.com. 


STUDIOS FOR A 
NEW MILLENNIUM 


5 


A gamer’s dream come true...some of the best 
and brightest developers in the business have 
started their own studios this year. What lies 
last long enough to ship their first games? 
Stay tuned for the latest in our exclusive 
online series on the ups and downs of start- 


ing your own game company—featuring 


¢ Cc 


Pandemic, Gas Powered Games, and more. 


SNIPE’S BACK 


Many feared he had been banished for his 
heretical views. Others thought he had been 
tired for pissing off the boss one too many 
times with a cheap shot to the back. And a 
dedicated lot quite enjoyed his absence—but 


5 


they'll pay, because Snipe has returned and 
no one can shut him up. Forced to work like 
a real person these many months, Snipe has 
finally slipped the bonds of servitude suffi- 


ciently to resume his usual railing against 
injustice. Check him out. 


WORTHY FAN SITES 


Where do you click to when you’re not at PC 
Games.com? Let us know if you’ve found any 
above-average works of devotion from aver- 
age gamers so we can share the URLs with 
the rest of the world. Enlighten us at game- 


sites@pcgames.com. 
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ahead for these fledgling operations? Will they 


israeli Air Force 


DEMOS 


Heart of Darkness 


Israeli Air Force 

Morpheus 

SIN Demo 2 

Speed Busters 

Superbike World Championship 
Vigilance 

WWII Fighters 


and more... 


Rainbow Six 


PATCHES 


Battlezone v. 1.4 

Diablo v. 1.07 

Flesh Feast v. 1.02 

Quake II Patch v. 3.19 
Rainbow Six Patch v. 1.02 
and more... 


MAKE YOUR OWN-DAMN ROAD! 


Best graphics ever seen in a ’ Drive anywhere! Do an ythin ght 6 degrees oe Feel the road in y your teeth with advanced 
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Available at your jocal retail store. : 
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In 1968, they changed the rules of Grand Prix raci 
to cut down on driver fatalities. — 
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Welcome to 1 


Pulling out of a power slide. The g-forces throwing you around the cockpit. You realize, 
you’re sitting behind the truest 3D engine ever built. Racing the likes of Jack Brabham and 
Jim Clark. At Monza, Spa and Nurburgring. 1967 was a historic turning point in Formula 
One racing. Welcome to Grand Prix Legends™. Racing sims will never be the same. 


Question of the Month: Met on the Net? 


Gaming online is an excellent way to meet people. You play the same game, you speak the same language, right? We all know that official clans and 
guilds form out of common interests, but what about personal relationships? Have you made a lasting friendship over a game of Meridian 59? Ever 
flirt with someone you met in the lobby of your favorite gaming service? Tell us your story. Where did you find each other? What game were you play- 
ing? How did your eyes meet across a crowded server? Send the gory details to pcgamesletters@pcgames.com or PC Games, 501 2nd St., Suite 500, 
San Francisco, CA 94107. Best (true) story wins a free game and a PC Games T-shirt. 


METAL = 


Greatest Game Rage 

Wow. It’s been out over nine months, and Total 
Annihilation is still in your What We’re Playing 
(October 1998) list. Then I check your letters 
section in the same issue and see TA being 
ridiculed. As one of the many who voted for it, 
Pd like to state why it’s so much better than any 
other: Replayability. 

I’ve been so satisfied with TA that I’ve not 
bought another game since, except for the 
expansion packs. There’s literally hundreds of 
units and maps, wonderful explosions, crisp, 
smooth graphics, and realistic weapons that 
can hit enemies screens away. Smoke changes 
direction with the wind, airplanes dip, weave, 
and roll, battleships sink, there’s almost no 
errors, it’s the first 3D RTS ever... How can 
you not think this is the best game of all time? 
Compare it to Starcraft, a game which came 
out at the same time but is far inferior in tech- 
nology, graphics, animation, and playability. 

No RTS game thus far has had the technol- 
ogy of TA except M.A.X. 2. It may be a clone, 
but it’s to C&C what Quake is to Doom. The 
way I see it, only clones deserve to be in the 
Top Ten of all time because they’re improve- 
ments on the originals. Descendants like TA, 


Quake, Civ 2, and MechWarrior 2 deserve far 


more credit than ancestors like 

Dune, Wolfenstein, and other 

dinosaurs I couldn’t play for more 
than an hour before slipping into 
a coma from boredom. 

Fox in Black, via email 


Face-Off Satori 

When I first played Warcraft II, I was 
addicted—and I stayed in that condi- 

tion, off and on, for an entire year. 

was also ecstatic with my latest RTS 
purchase, Starcraft, but it just wasn’t 
the same. Then I realized the problem 
wasn’t the differences, but the similarities. This 
point wasn’t driven home to me (despite the 

continual rantings of a friend that RTSes were 

now all the same) until September’s Face-Off 
between Snipe and Gomab. 

RTSes aren’t dead so much as in an indefi- 
nite coma. Despite exceptions like Myth, they 
seem to be unchanging. The “build, attack” 
creed seems to have been hammered into the 
minds of developers. It seems the rea- 
son things are different than they 
were in the pioneering days of 
Dune 2 is because they’re all 
the same. 

Roderick Clarke, via email 


Lag Time 

Why do games get released for 

consoles, then come out for the 
PC months later? Road Rash for 
the PlayStation came out months 
before the PC version; same thing 
with Jet Moto. Why the difference 
in release dates? 

James A. D’Piazza , via email 


Different reasons, James. In the case . 
of Road Rash and Jet Moto, the games jim 
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were originally released for consoles only; 
eventually, the publishers decided to port 
them to the PC. 

To find out why console versions come 
out first for games whose console and PC 
versions are developed simultaneously, we 
asked EA Sports’ PR specialist Charlie 
Scibetta. (EA’s Madden 99 for the Play- 
Station came out weeks before the PC and 
even Nintendo 64 versions.) Here’s how he 
explained it: 

“There really isn’t any secret formula that 
determines when we release console titles 
us. PC titles. In the case of our Tiger Woods 
golf game this year, the PC version actually 
shipped months prior to the PlayStation 
version. With Madden, the PlayStation game 
shipped about a month prior to the PC ver- 
sion, but the N64 and PC versions shipped 
within a week of each other. Because we 
want the gaming experience on each 
platform to be unique, we have different 
development teams working on each game 
separately. The most important thing is that 
we never rush a game or 

release it before it’s ready. 

It’s more important to 
us that the games play 
well than that all 
the versions ship 
simultaneously,” 


| Errata 

j Due to an editing error, 

¢ we gave September’s 
Independence War review a 
B for multiplayer when it has 
none. In our October review 

of NAM, we incorrectly stated 


the developer was Monolith. NAM was devel- 


oped by GT Interactive, with some outside 


consultation. We apologize for the confusion. 
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Descent 3's all new Fusion Engine blasts you 
seamlessly from inside to outside. Melding a 
flight-sim engine with a room-based, structural 
engine allows the action to race on at full 
speed,with no interruptions, indoors...and out. 


INTRODUCING 


developed by 


Outrage 


Parallax 
Software 


SoftwareForPCs.com 
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WWW. INTERPLAY.COM 


Descent 3: © 1999 Outrage Entertainment, Inc. All rights reserved. Outrage, the Outrage logo and Fusion Engine are trademarks of Outrage Entertainment, Inc. Descent, Interplay, the 


esa 


TRUE RADIOSITY AND 


SPECULAR LIGHTING 


Now you can lurk in the shadows and sneak up on 
your enemies. Specular and reflective surfaces allow for 
incredible special effects that portray Descent 3 in an all new light. 


POLYGON A C*4G@U ERAT E 
COLLISION DETECTION 
All objects have mass, velocity, moments of inertia, and 
other real-world properties. Blow off a robot's arm and 


watch it bounce off a wall and fall to the floor. Launch a 
missile and see your enemies rocked back from the blast impact. 


DESCENT> 


TURN YOUR WORLD INSIDE OUT 


FOR MORE INFO, CALL1-800-INTERPLAY 


quads are in, baby. Publisher after 
publisher is introducing infantry- 
combat sims—games that allow you 
to roam a 3D world in concert with comrades- 
in-arms under your direction. The genre’s not 


exactly new; indeed, in a way, it’s the very 
foundation of cooperative multiplayer games. 
But its single-player incarnation has been in hi- 
bernation for a while. 

In the early and mid-’90s, IBM games like 
SEAL Team, Terra Nova, and Hired Guns 
(and, more recently, Damage Incorporated for 


the Mac) demonstrated the appeal of simulta- 


neous command and participation. 

But while most of those games were 
critical darlings, the small, brilliant wave 
receded without making a widespread com- 
mercial impression. 

It wasn’t until this past spring, when 
Ripcord’s Spec Ops: Rangers Lead the 
Way was released, that the game-buying 
public began to take notice of single-player, 
multi-soldier games. The revival seemed 
cemented by the late-summer arrival of 
Red Storm’s Rainbow Six. All of a sud- 
den, squads are mod again. 

Hired Guns is back: a remake of 
DMA Design’s four-way split-screen 
game is being developed by Devil’s 
Thumb Entertainment. At this writing, 
NovaLogic is finishing up its Voxel 
Space 3-based squad game, Delta | 
Force. Interactive Magic has announced 
Shadow Company, and MicroProse has 
X-COM: Alliance and Starship Troopers 
in the works. (See the feature on Alliance 
in this issue.) 


Rebel Moon is getting a squad update 
called Revolution. 


Officially, Sierra is developing three games 
that incorporate some level of squad tactics: 
Starsiege, Starsiege Tribes, and Richard 
Marcinko’s Navy SEALs. Sources report 
that a fourth, SWAT 3, is also in the 
works. Activision has Heavy Gear II, GT 
Interactive has Rebel Moon Revolution 
and, if you stretch the concept a bit, 
The Wheel of Time. Red Storm is 
planning a Rainbow Six add-on and 
sequel. And Ripcord has been final- 
izing its Spec Ops add-on—Ranger 

Team Bravo—and working on a sequel 

based on the Green Berets. 

The increasingly sophisticated 
design of these games is also a new 
twist. Features contemplated for Spec 

Ops II include an increase to four mem- 

bers in a unit, missions that start with the 
player descending by parachute, cooperation 
with German and British anti-terrorist units, 
weapons with silencers, arm and hand signals, 
and a character-building system—similar to 
MegaTraveller’s—wherein team members can 
be sent to various schools that teach them to 
be more lethal in the field, survive longer, and 
behave more intelligently. 

“My Holy Grail is the 3D equivalent of 
Saving Private Ryan,” says Mark Long, designer 
and producer of the Spec Ops series. “I would love 
to make a career out of trying to reach that goal.” 

The designers of Navy SEALs, which is slated 
for 2000, are planning a flexible mission struc- 
ture that adjusts to the way you play the game. 


December 1998 - PC GAMES 
28 


Follow the leader in Delta Force. 


And Fenris Wolf, the designers of Rebel 
Moon Revolution, plans to include six combat 
specialties (including combat engineer and 
heavy-weapons specialist), a two-level AI (at 
both the unit and command levels), and—get 
this!}—two-way communication with non- 
player characters using the 1,000-word vocabu- 
lary of the game’s speech-recognition system. 

Why the squad mania now? Some developers 
suggest that it’s a natural conflation of gaming’s 
two most popular genres: 3D first-person shoot- 
‘em-ups and 2D real-time strategy games—a 
sort of technological version of the Reese’s 
Peanut Butter Cup. (“Hey, your strategy 
got in my shooter!”) Long notes that there 
were huge military-sim and action-game markets 
but “nothing in between,” and that infantry 
combat has a significant appeal in other genres, 
like movies and books. 


Others suggest that games this elaborate— 


with multiple friendlies and enemies running 
around onscreen simultaneously, each consisting 
of hundreds of polygons—wouldn’t have been 
possible before the era of 3D hardware. And a 
range of sophisticated tools are now available 
(like the AI in Epic MegaGames’ Unreal engine, 
which is being used for X-COM: Alliance, 


Hired Guns, and Navy SEALs), allowing devel-_ 


opers to focus their attention on design. 
Who knows? Long just may be able to live 


out his dream and make a career of creating = 
infantry-combat sims. He’s confident that we’re 


witnessing the birth of a genre. “Absol 
says. “Do you have any doubt?” 
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Deathmate 


t's the ultimate test for the ultimate warrior. 


Die by the Sea 
Some of the creators of Tomb Raider are 
working on another third-person action/ 


adventure. But don’t count on another bomb- 

shell adventurer; the new game has a 

male lead, a working title of 
Galleon, and is slated 


for release 
next year. The all- 
Windows 95 game by Confounding Factor’s 
Toby Gard and Paul Douglas puts the player 
into the shoes of sea captain Rhama. With 
cutlass in hand, Rhama must navigate a 3D 
world populated by skeletal warriors, pirates, 
and shipwrecks. Interplay, who is publishing 
the game, sees it as an epic legend for the PC. 
The story opens in the port town of Akbah, 
to which Rhama has been summoned by a 
noted and respected healer. A mysterious ship 
has been discovered, and Rhama is the 
one captain skilled enough to uncover the 
vessel’s secrets. 

Galleon is expected to use a proprietary 
animation system that the folks at Con- 
founding Factor say will allow Rhama to 
perform a wide range of realistic actions. It 


Warcraft Il gets a platinum edition. 


Covert Ops 


will also allow enhanced control options: 
Rhama will run, leap, climb, and swing his 
way across the wild islands he discovers in 
his travels. And it looks as though Die by 
the Sword won’t maintain its monopoly on 
sword fighting: both Galleon and Bethesda’s 
action-adventure game Redguard are set to 
go all out on this feature as well. 


Map Maker, Make 
Me A Map 
The release of the 
planned “platinum” 
edition of Warcraft II will 
slip into next year, owing to the 
departure of the project’s map makers 
from Blizzard Entertainment. (They’ve 
joined start-up developer Fugitive Studios, 
whose publishing deal with GT Interactive 
was reported last month.) The expanded 
Windows 95-native version of Blizzard’s 2 
million-selling RTS game is set to feature 
two new veteran-level campaigns, new 
cinematic sequences, about 200 new 
maps, and compatibility with Battle.net, 
Blizzard’s multiplayer arena. But will 
people still want to play a 3-plus-year- 
old game in 1999? Blizzard thinks so. 
“Warcraft II owners are getting this 
for under 20 bucks” with a rebate, says 
spokeswoman Susan Wooley. “And War- 
craft II is still doing pretty well with PC 
Data. The Battlechest 
[compilation] is still 
often in the Top 20.” 
However, apart 
from the platinum 
set and Diablo I, 
the publisher is close- 
mouthed about what 
else is in the hopper. 
Wooley would only 
confirm that two 
games are in dev- 
elopment—one of 
them a new “fran- 
chise” expected 
to be announced by 
February 1999, 


December 1998 » PC GAMES 


32 


This Drachen Zor guy is toast. 


Drachen Zor Knocked Out 
Drachen Zor is apparently down for the 
count. SouthPeak Interactive has called 
off its plans to publish the 3D fantasy- 
fighting game. The game, slated for release 
in 1999, was to combine 3D fighting and 
Internet play under developer 8th Wonder 
Games’ V-Engine. “Drachen Zor just didn’t 
meet the high standards that we’ve estab- 
lished for ourselves and for our products,” 
stated Armistead Sapp, SouthPeak’s presi- 
dent, in a press release. More specifically, 
Internet play wasn’t complete and the 
game wasn’t as much fun as SouthPeak 
wanted it to be, according to Mike Truell, 
SouthPeak’s marketing and communica- 
tions manager. He adds that Drachen Zor 
didn’t meet SouthPeak’s criteria “for mak- 
ing good products that advance technology 
in new ways.” However, Sapp holds out 
the possibility that SouthPeak might still 
develop games based on the DZ world. 
“It still could be a good game,” says 
Truell. “[But] we have so many other games 
on our plate right now that we can’t devote 
resources to it at this time.” Attempts to 
reach 8th Wonder Games were unsuccessful. 
—Peter Olafson 
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An RPG-ish System Shock sequel is in the works. 


ystem Shock II will be more of a role- ter may be able to repair it, but won’t be able 
playing game than its action-oriented _to use it as effectively. 


predecessor, but it will still maintain SSH, slated for a mid- to late-1999 release 

the spirit and feel of that 1994 classic, accord- _ via Electronic Arts, uses an enhanced version 
ing to the lead designer on the project. of the Thief: The Dark Project game engine. 
Ken Levine of Irrational Games, which has According to Levine, this means you can 


teamed with Looking Glass expect to find enemies that 
Studios to create the game, 
says that character genera- 
tion, classes, stats, skills, and 
growth will be incorpo- 
rated into the SS sequel. 
“We wanted to 
branch out a little and 
experiment,” Levine says. 
“It’s the first 3D first-person 


exhibit a comparatively high 
level of intelligence (such as 
the ability to respond to audio 
cues), 3D polygon-based, 
motion-captured monsters, 
and 16-bit color. A 3D acceler- 
ator card will be required. 

SSII remains a solo adven- 


ture in the single-player game— 


sci-fi RPG.” there’s no party to manage—with 
The role-playing element will lend itself to real-time combat, but it will be 
replayability, suggests Levine. You’re no enriched by the addition of skills, 
longer cast in the role of hacker, as in the orig- — weapons with various settings and 
inal System Shock, but will instead generate a modifications, and Psi combat. 
character in one of three military classes: Navy As for the story, Levine will say 


(with strong technical skills), Marines (with only that it’s set about 40 years after 
strength and strong weapons skills), and Secret __ the events in System Shock, and that 


Service (with highly developed Psi skills). the shakeout from the earlier game 
These class skills will have an impact on is the direct cause of the events in 
gameplay. For instance, early in the game you the sequel. It starts aboard a large 


may find an unusually powerful weapon that’s _ spacecraft and “moves on to other 
in bad condition. The Marine may be able to _locales,” he says. 


between maps. 


you'll be able to move back and forth 


SSII will be slightly larger than its predeces- 
sor, but also deeper, with sub-quests, queryable 


objects, and nonessential places to explore. 
“It’s not as if you feel the whole world is 
geared to what you’re trying to accomplish,” 
says Levine. | 

In addition, look for Shodan—the malevo- 
lent artificial intelligence vanquished at the end 
of System Shock—to return in a “much more 
significant role,” according to Levine, who also 
hints that the player’s interaction with the AI 
will be “livelier” this time around. 

SSII will include an enhanced version of the 
original game’s “log” system—Levine describes 
it as “the log plus plus plus plus”’—which used 
dozens of emails, diary entries, and found doc- 
uments to help unfold the story. 

While SSII is expected to have the same sense 
of solitude as the original System Shock, there 
will be cooperative play in its multiplayer mode. 

One of the features of the original System 
Shock was a wireframe, free-floating virtual 
world with its own weapon system, in which 
the player could find fragments of useful data 
unavailable elsewhere in the game and use 
them to unlock real-world regions. Will there 
be a cyberspace in SSII? 

“You're going to see cyberspace,” Levine 
promises. “But not necessarily in the way 
you’re familiar with it.” 

It is not yet certain whether the game will 
be released under the Origin brand, he says. 


ti 
th 


use it well, but might find that it won’t work However, SSII is a persistent Player interaction with Shodan, the rogue Al from 
perfectly or operate for long. The Navy charac- _ world, and, as in System Shock, System Shock, will be more robust in the sequel. 
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At the Wire 


Prince of Persia 3D escaped Brederbund’s chopping blade. 


Sundown at Red Orb 

Red Orb has laid off half its employees and 
dropped plans to publish three games in 
the wake of parent company Brederbund’s 
merger with The Learning Company. The 
moves in September saw the publisher lay 
off about 50 employees—Broderbund as 
a whole laid off 500—and drop from its ros- 
ter Extreme Warfare, Baja 1000 Racing, and 
the fourth episode of The Journeyman Project 
series of graphic adventures, says spokeswoman 
Kate Hedstrom. 

Cutbacks had been expected to follow the 
$420 million merger, which was completed on 
August 31. The layoffs—most of them in 
Brederbund’s warehousing and internal opera- 
tions departments—and subsequent consoli- 
dation of facilities in Novato, California, are 
reportedly projected to save TLC $50 million 
per year. 

“The Learning Company is not 
focused on entertainment,” explains 
Hedstrom. “They do have a strong interest 
in it; it’s just not their primary focus.” 
TLC is principally a publisher of 
educational, infotainment, and home- 
consumer software. Employees who 
were let go received “generous sever- 
ance packages,” says Hedstrom. “A lot of 
people are taking time off, and a lot of people 


was announced 
three months ago, 


ily recruited.” 

The axed games 
may yet surface. 
The rights to The 
Journeyman Project 
4 reverted to devel- 
oper Presto Studios, 
which hadn’t named 
a new publisher for 
it as of early Oct- 
ober. Mindscape 
spokeswoman K.C. 
Conroe indicated 
that the company 
will try to place the 
two Trilobyte titles with another publisher. 
That leaves the action/adventure Prince of 
Persia 3D and SSG’s fantasy war game War- 
lords IV as the only native Red Orb games 
currently in development. Prince 3D is slated 
for a spring release, and Warlords for late 
1999. Under its new status as a division of 
Mindscape, Red Orb also plans to publish 
John Saul’s The Blackstone Chronicles, accord- 
ing to Hedstrom. 


Activision's 10-Year Mission 

Come 2003, Activision will be the sole supplier 
of Star Trek games. The publisher has 
inked a 10-year deal with the licensing arm 
of Paramount Pictures that gives it exclusive 
worldwide rights to develop games based on the 
Trek franchise. The first Activision Trek game, 
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due in late 1999, will be based on the Star 
Trek: Next Generation movie Insurrection. At 
least five Star Trek games are currently in pro- 
duction with other publishers. Interplay, whose 
Trek license extends to 2002, has four planned 
for release in 1999: Klingon Academy, Starfleet 
Command, Secret of Vulcan Fury, and the 
recently announced New Worlds. At press time, 
MicroProse, whose Trek license extends to 
1999, was preparing to ship the action game 
Klingon Honor Guard. A second game, Birth 
of the Federation, is expected to be released 
in time for the holidays. 


Eidos Drinks from Crystal 
Eidos Interactive has purchased Crystal 
Dynamics for $47.5 million and acquired a 


new chief of US operations in the bargain. 
While the Menlo Park, California-based 


GEX is looking for Lara. 


publisher is best known for its console 
games—Crystal published the first 32-bit 
video game, Crash & Burn, for the 3DO 
console in 1993—many of its titles have 
been ported to Windows 95. Upcoming 
computer games based on Crystal proper- 
ties include the second installment of the 
adventures of GEX (Enter the Gecko), 
due from Midway this fall; the 3D action/ 
adventure Legacy of Kain: Soul Reaver, 
to be released via Eidos in March; and 
GEX 3, due in spring. Rob Dyer will 
remain Crystal’s president and assume 
responsibility for Eidos’ US publishing 
operations. The acquisition is not ex- 
pected to change Crystal’s release schedule 
or staffing. 


non-Activision Trek games for a while. 
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are landing on their feet. Once the merger —Peter Olafson 


The Web's full of sites devoted 
to the gaming greats. Here are 
some of our favorite in-your- 

face URLs we bookmarked this 
month. If you visit or run a site 
that deserves mention, drop us 
a line at sites@pcgames.com. 


By Danny W. Lam 


Site of the Month: PK-HO : 


The Bind 
www.captured.com/thebind!/ 


www.pk-hq.com/ 

Do you fireball other players in Diablo just to 
annoy them? Do you kill in Ultima Online to 
steal others’ treasures? The PK-HQ is the place 
to be if you’re a PKer, and a great place for 
non-PKers to learn the philosophy of wanton 
murder. The webmasters call it “the Official 
Player-Killers site, where Evil players meet.” 
Answer polls on questions like “Do you PK 
in groups or alone?” and scan the “Wanted: 


Players you want dead” list. Or go to the individual sections on UO, EverQuest, Meridian 59, 
and Diablo for infamous stories of PKing and lists of Evil Guilds. You can even go to 


“PK school.” Congratulations to our Site of the Month! 


Online Gaming Library 
www.oglibrary.com/ 

This site’s got the goods on games played 
online only. That proviso means the OGL 
doesn’t cover games like Quake, which merely 
have Internet capabilities—but you'll find daily 
news updates on online action, strategy, and 
sports games, plus puzzle games and RPGs. 
Find out what services are adding which 
games, who’s developing what, and more. 


NHL Oniine 
www.nbl-online.com/ 


This hockey-game site covers the genre’s latest 


entries—Fox Hockey ’99, NHL 99, and ESPN 
National Hockey Night—giving you the latest 
news and plenty of screenshots. There’s even 
stuff on NHL 98 to tide you over until NHL 99 


Get Susesored 


“We've all a bunch of hockey nuts around here, often playing NHL 98 late into 


the night. So it was no surprise when Mi!) Online swept the votes, beating every 
other Web site like the Stars beat our Sharks.” - PC Gomes Mopanins 


comes out. Read the Craig Howe interviews 
(if you don’t know who that is, you’re not a 
fan), and enter a contest to win a free copy 


of NHL 99. 


NAM WAR 

namwar.bypermart.net/ 

A simple but comprehensive site on GT’s 
Build-busting wargame. You can download 

maps, a map-building FAQ, and “Crosshair 
conversions” on the Files page. Stuck on a 
mission? Tour the Cheats page for helpful 
codes. If you’re floundering in multiplay, score 
info on Gruntmatches and CTF bouts, plus 
hook up with other NAMers. We like! 


3D Racing 
“ zr fag Mania 

3dracing.all 
games.com]/ 
Racing fans, get this book- 
marked quick! 3DRM lets you download 
demos, patches, and drivers for games like 
Moto Racer 2 and Motocross Madness. Scan 
the screenshots, hook up with other drivers in 
the Chat area, and send in your news. 


Action Quake 
action.telefragged.com/ 

Dig this cool Quake II total conversion. 
These guys wanted to make a QII mod 
where “strategy, accuracy, and just damn 
cool-looking fights dominate.” Download 
the multiplayer-only mod and see for your- 
self. You can also view the handy weapons 
list, download maps, browse the clans, and 
have a good fraggin’ time. 
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The Bind calls itself the place for “All Your 
Aliasing Needs” for Quake II fraggers. An 
alias is a combination of commands that can 
be implemented in a single keystroke. You can 
read the FAQ, download Quake II files and 
configs, explore the Weapons Factory on the 
Binds page, and post to the Message Board. 


Multi National 

Response Team 
www.primenet.com/%7Esircaleb/ 
There’s nothing like a game to bring people 
together, even when your goal’s to take some- 
one out sniper-style. Visit with the guys at 
the MNRT, a Rainbow Six clan dedicated to 
teamwork skills and promoting positive 
attitude while playing the popular Tom 
Clancy game. Scope the Events listings, go to 
Intel(ligence) for briefings, and get on the 
waiting list to join the clan. 


Gaming Services 


MPG-NET www.mpgn.com 

ENGAGE www.gamesonline.com 

TEN www.ten.net 

Internet 

Gaming Zone www.zone.com 

GameStorm www.gamestorm.com 

DWANGO www.dwango.com | 

HEAT www.heat.net 

Mplayer www.mplayer.com 

WorldPlay AOL keyword: WorldPlay 

2AM www.2am.com 

KALI www.kali.com 

KAHN www.stargate 
networks.com 

Battle.net www. battle.net 

Bungie.net www.bungie.net 

Simultronics www.play.net 

WON www. won.net 


What's New With 
Links LS 1999 Edition: 


e New Mode Of Play (MOP) Game Designer— 
Create your own Modes Of Play and swap them 
with your friends 


e Four world-class golf courses— St Andrews 
Links Old Course of Scotland, Entrada at Snow 
Canyon, Latrobe Country Club (now in beautiful 
fall foliage) and Arnold Palmer's Bay Hill Club 
& Lodge 


¢ 3D Objects, Caddy Tip Book, and Two New 
Golfers (8 in all) to choose from 


“Links LS...the greatest 
PC golf experience possible....” 
—PC Games 


Or Is It 
Links LS '99? 


Compare the difference 


r Be yo thought to get yourself 
Other Features 1 a friend into Internet play with Links LS 1999! 


Of Links LS '99 ieisiaicicisisicidicieisli teksti itl iii 


: 14 Rebate From 


je») 
12) 
jor 
Just send in this coupon with your original receipt for Links 


SOFTWARE INCORPORATED 
LS '99 along with your name, full address and phone number. 


between the screen capture 
and the actual photo of 


Bay Hill Club and Lodge. ¢ New Powerstroke Mouse 


Swing and 2 other swing 
otpions (Total of 3) 


~ 
e New internet features Send to: Access Software Inc. . 1 
. 4750 Wiley Post Way, Bldg. 1 Suite 200 4 
include Internet Spectators Salt Lake City, Utah 84116 "| ‘_ 
FT 


and Real-Time Voice Chat 


One coupon per customer. Offer not valid with any other 
promotion. Good only on FULL version of Links LS 1999 Edition 
Allow 6-8 weeks for delivery. Expires Jan. 31, 1999 


2 ¢ Rebate From 
=z=ACCESS 


ZAC INCORPORATED 


e Expanded sound editor 
(for editing existing or 
new sounds) 


Just send in this coupon with your original receipt for Links 


. Improved Casy to play LS '99 along with your name, full address and phone number. 


interface Send to: Access Software Inc. I 
4750 Wiley Post Way, Bldg. 1 Suite 200 f 
¢ Photorealistic graphics Salt Lake City, Utah 84116 ey rT 


One coupon per customer. Offer not valid with any other 
promotion. Good only on FULL version of Links LS 1999 Edition. 
Allow 6-8 weeks for delivery. Expires Jan. 31, 1999 
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SOFTWARE INCORPORATED 1-800-800-4880 www.AccessSoftware.com 


ILLUSTRATION BY BRUCE GARDNER 


Marketing says I have to 
change my last name 


WILLEM KNIBBE 


The Game Behind the Name 


evelopers and marketers are right now hunkering down in con- 
ference rooms holding long and perhaps vitriolic meetings, for 


there is a grave issue facing the game industry these days, and 
the clock’s ticking. Only 13 months til the dreaded Year 2000 Problem hits. 
Nope, I’m not talking about the Millennium Bug. (Doomsayers fore- 
cast that the world’s important computers will be rendered useless because 
of programmers’ decisions to use just the last two digits of years—98 
instead of 1998—for recording dates.) The game industry’s Year 2000 
Problem is: “What the heck do we slap on the end of all those long-running 
franchises?” I mean, come on, Madden 00 just doesn’t have the same ring 
to it, does it? “I wanted to call it Madden NT, for Next Technology,” 
jokes Ric Neil, Madden’s producer. “Or maybe Double 
Ought—but I think we’ll call it Madden 
2000.” VR Sports has already shown 
its hand by releasing VR Baseball 
2000—in 1998. “We'll go 


with ’01 or get away from 
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years altogether,” says 
Wayne Teats, their PR guy. 
No comment on whether 
(01 will come out in 1999, 
Sierra has obviously spent 
the most time thinking 
about the issue. “We’ve 
adopted at present a plan 


Se ae 
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to incorporate 2000 and the word ‘Edition’ into certain products,” says 
Sean Gleason, Sierra Sports’ director of marketing. To prep consumers, the 
next NASCAR and skiing games will have “1999 Edition” in their titles 

and logos. Guess their vitriolic meetings are over. 


A ROSE IS A ROSE: Odd that marketing folk generally get the final 
say on the game name—I still give Interplay grief whenever I can for for- 
cing Planet Moon Studios to change Citizen Kabuto (cool) to Giants 
(llama)... EA doesn’t like the Rebel Boat Rocker’s Prax War name— 
something about it not conveying action. Huh? EA, look at that second 
word, and remember the game’s about a battle for praxium... Apparently 
Cyclone’s Requiem team didn’t know the tagline had been changed from 
Wrath of the Fallen to Avenging Angel til they saw the ads. One team 
member thinks it’s gonna backfire—people won’t assume it’s about an an- 
gel descending from heaven to smite evil, he jokes; rather, they’re going 
to remember that <ahem> fabulous 1985 movie in which a former teen 
prostitute takes to the streets as an undercover cop. Now the team’s try- 
ing to squeeze in a few secret areas with disco balls and, well, gun- 
toting former teen prostitutes... 3DO’s new naming strategy—Game 
Name: Obvious Tagline—is cemented with Uprising 2: Lead and Destroy. 


~~ T ARGUND HERE, NO MISSIN 1 IMPOSSIBLE. 


A $5-plus million TRI ad campaign will include Lara buses on NY’s 5th Avenue. 


Psygnosis recently threw a lavish Drakan party—a medieval enter- 
tainment troupe, a gorgeous model purporting to be the game’s main 
character (“I’m Rynn, and I’m having a lot of fun,” she must have said 
3,000 times), tons of food, free drinks, door prizes. Some of us ungrateful 
editor types joked that it was to show off and prove they’re doing just 
fine after their deal with Eidos fell through and their parent Sony shut 
down a couple of studios. 


SID'S GAMES: Now look at that, even I’m guilty of it. The Railroad 
Tycoon and Civilization franchises aren’t Sid Meier’s anymore. While his 
presence will likely loom over them, both series seem to be in capable— 
and respectful—hands. “They’re very big 
shoes to fill, and we feel a great respon- 
sibility toward all the Civ fans,” says 
Cecilia Barajas, director of 


Civilization: Call to Power. “So it’s 


big pressure, a big responsibility, 
and a big honor.” PopTop 
founder and RRTII designer 
Phil Steinmeyer spoke similar 


words (what, did you expect 
wenn them to say “Sid, Shmid, we 
can program and design circles 

around that guy!”?), and 

he had the awkward mo- 
ment of showing Sid his game at E3 last year. He used to work on the 
railroad in Chicago (OK, on database stuff, not laying track, but that 
counts, right?)... Sid wouldn’t share his feelings regarding the franchises 
he fathered being continued by others, but I did learn that the art in 
Alpha Centauri, which really is his game, is being reworked. 

The difference between development and PR/marketing: “People were 
upset when we moved it back to January,” says EverQuest producer Brad 
McQuaid of delaying EQ’s scheduled release. “But that date’s looking 
solid. We don’t want to ship it before it’s ready...” “It’ll ship January 25, 
guaranteed,” says Sean Damron, PR guy. He means it, too... EverQuest 
pricing hasn’t been finalized, but they’re kicking around the usual $39 to 
$49 for the disc, plus $10 a month to play, with cheaper “subscription” 
(buy six months now) options. We’ve been playing the beta, and it looks 
like it’s gonna be worth it... 

It was late, we were still in the office, and the Quake II server beck- 
oned. Snipe[PCGames] fragged Wargasm, who cracked us up with, 
“Hey, is that any way to treat a subscriber?” LOL. 


Gotta go mistreat some subscribers. Frag me back at 
buzz@pcgames.com 
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ATsi Service 


Now AT&T WorldNet® Service brings you 
GameHub™ on a blazing T45 connection — 
at speeds you’ve never felt before — for 
only $4.95 a month. 


GameHub, AT&T WorldNet Service's new Gaming 
site, has today’s hottest games — like Unreal, 
Forsaken, Total Annihilation and all 
the rest — at speeds that will blow 
you away.* And there's no faster way 
to the Internet, 24 hours a day, than 
AT&T WorldNet Service.** With 
Excite Online’ powered by AT&l 
WorldNet Service, youll also get news, sports 


and links delivered right to your screen when 
you log on. The good news? AT&I WorldNet 
Service is only $14.95 a month’. And for only $4.95 
more, you get the amazing GameHub. So call 
today or download the AT&T WorldNet Service 
software. And remember, don't shoot til you see 


the greens of their eyes. 
Download free software right now at: 
www.att.net/wns/gamer or call 


DANIEL MORRIS 


Gamers contributing to the 
designs of the games they’re 
waiting for? Why not? 


ve spent untold hours grumbling about games. Years ago, back 

before it became my profession, my buddies and I would play a 

game for about an hour and then get some pizza and complain 
about said game for two hours. Generally, our conversations were about 
what the developers should do next time—what lessons they should learn, 
what mistakes to correct, and what innovations remained to be made. 

Of course, our grievances didn’t do much besides drift heavenward 
and disappear into the atmosphere. That was before the advent of 
developers’ gamer forums on the Web. 

The sophistication of today’s gamer and the maturity of the Web 
as an intermediary between developer and consumer have created a 
powerful new tool in game development. Many companies now main- 
tain a Web-based message-board/ 
forum where gamers can engage in 
discussions about the company’s 
products. And the developers them- 
selves are paying close attention. 

“When there’s a really good idea 
out there, we want to use it,” says 
Peter Karpas, a developer of Activision’s 
Civilization: Call to Power. “Civ fans 
are such a dedicated group that many 
of them have been playing since the 
series began and have a lot of great 
ideas about where it should go.” 

A buzzing discussion epicenter 
for Call to Power resides online at = 
civilization.gamestats.com. The Call to 
Power team members not only moderate the forum, but also monitor 
and frequently participate in it. 

Karpas has maintained in-depth, running discussions via email 
with gamers he’ll never meet. They are simply handles to him, 
names like Cypher4, but their interest in Civ is deep enough to 
command his attention. 

When Activision’s team was brainstorming ideas to modify or replace 
the classic castle/throne room concept from Civilizations past, they 
sought—and received—help from their audience. 

“In the first game, you had the castle,” says Karpas, “and in the sec- 
ond game they replaced that with the throne room. We put it out to the 
forum: Do you guys have any ideas? We offered a credit and a signed 
copy for anyone who could give us a great new idea and write a well- 
written, compelling argument for it.” 

Four hundred people posted to the forum. The design team found 
their winner and incorporated his idea into Call to Power’s design. 
(Activision’s keeping mum on exactly what the new wrinkle is, not 


Youre on the Team 


Gamers as well as developers take new strides in Call to Power. 


wanting to spoil what they say is a neat surprise.) Interestingly, the 
gamer to whom the team listens most closely is a Greek man named 
Markos, who maintains a Civ site at civilization.gamestats.com/ctp; 

ironic, given that Greece is more or less considered the cradle of 

Western civilization. 

EverQuest, Sony’s ambitious persistent-world RPG, was tailored 
from the start with gamers’ input in mind. The site at www.ever 
quest.com features a very active message board where ranks of hard- 
core RPGers contribute to surprisingly weighty discourse on the 
direction EverQuest should take. (We’re talking nitty-gritty here— 
like how far elven eyesight should penetrate the dark.) 

“I started out back with MUDs,” says Colin Parker, a frequent con- 
tributor to many different game 
forums. “You could actually email 
the guys who'd written those things 
and start a correspondence with 
them. It’s good to see big compa- 
nies moving that way.” 

Companies have a vested interest 
in consumer satisfaction, and they 
know it’s more than just good busi- 
ness to let the gamers have their say 
during a title’s development. 

Reading—and responding to— 
gamer email is now a routine part 
of most every developer’s work- 
day. The interaction extends to the 
posted .plan files of leading design- 
ers. An update to a star developer’s .plan file makes quick news around 


the Web, and the flood of emails regarding the update is immediate. 
Battlecruiser 3000AD honcho Derek Smart takes shots from the media 
for perhaps spending more time on his daily email than he does on his 
games. The fact is that most developers don’t consider daily emailings 
or forum postings to be a chore or indulgence of any kind. In discus- 
sions that range from such general topics as plot and theme to technical 
issues like whether or not to write for OpenGL, developers have come 
to appreciate the sophistication and utility of gamer insights. 

“T have several really long, ongoing correspondences,” says Karpas. 
“These people have been playing since the beginning, and if we’re smart, 
we'll listen to them.” 

Grumbling about games will never cease, perfection being a hard 
thing to attain. But at least now gamers can rest assured that their 
grumblings won’t just stay at the pizza table. 


Send your kvetching to NoEsc@pcegames.com. 
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EVERYONE 


The celebrated strategy series heads in an 
Unreal direction, combining first-person shooting 
with excellent team tactics. 


n X-COM: Alliance, we are 
most definitely not alone. On 
one level, that’s wrenchingly 
obvious. In the world of Micro- 
Prose’s X-COM strategy games, 
we officially haven’t been alone since the 
first ominous blip turned up on the scope 
at the start of X-COM: UFO Defense. 

But the fifth game in this celebrated 
strategy series, planned for a spring 1999 
release, adds a new wrinkle to that old 
UFO-watcher’s refrain. Apocalypse 
introduced real-time play to the formerly 
turn-based series. Interceptor injected real- 
time 3D action via a space-flight simulator. 
And now Alliance brings it down to earth 
(well, not Earth, exactly, but you know 
what I mean) in 15 huge first-person mis- 
sions, using a heavily tweaked version of 
the Unreal game engine. 

The wrinkle: “First person” no longer 
means “only person.” You’ll be joined 
in the fray by up to three fellow troopers— 
who are equipped to the nines at your 
direction and operating under your 
detailed orders. 

As I said, we are not alone. 

Is Alliance promising? Decidedly so, 
even in a pre-pre-alpha version. Indeed, 
based on an extended acquaintance with 
this early build, which consists of three 
complete (and very different) missions, 
Alliance may well prove the most absorbing 
X-COM game to date. Conceptually, it’s an 
ideal hybrid—the strong draw of the X-COM 
franchise attached to the first-person game 
engine of 1998—and MicroProse’s UK 
studio appears to be well on its way to 
delivering on its potential. 


Behind the Screen 

Like many a good yarn, it starts with an acci- 
dent. It’s 2062—12 years after the events in 
Terror from the Deep and five before those 
in Interceptor. The X-COM force, searching 
for scavengeable technology overlooked 
in the first Sectoid war, is on its way to the 
ruined Sectoid invasion base on Mars when 
it stumbles onto (and through) an abandoned 
dimension gate. 
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Check out the Unreal effects down the hall. 
Oops. Seems to have been a working 
abandoned dimension gate. (Apparently, the 
Sectoids left the porch lights on.) When the 
X-COM ship Patton rematerializes, it’s 60 
light-years away from Earth and right in 
the middle of a conflict between the familiar 
aggressor and an unfamiliar race known as the 
Ascidians. To acquire the technology necessary 
to find its way home, X-COM befriends the 

Ascidians—hence, the Alliance. 

Much in the spirit of the earlier X-COMs, 
Alliance will effectively be two games. One, 
carried out aboard the Patton, will deal with 
strategic issues like resource management, re- 
search, training the pool of 25 X-COMmies 
in psionics (fighting with the mind, basically), 
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By Peter Olaison 


and repairing wear and tear to your troop- 
ers. (Luckily, the Patton has been on a 
research mission and so is equipped for 
both science and defense.) 

The other game sends you out into a range 
of enormous and disparate environments on 
missions—on two or three occasions alone, 
but usually with at least one trooper for sup- 
port. (While you can survive the loss of a 
trooper—not that it’s a good idea, as they’re 
irreplaceable—the game is over if your own 
character dies, and you'll have to restore.) 
My own explorations have taken me into 
the depths of a Sectoid craft (to download 
data), to a base within a series of hollowed- 
out asteroids (to rescue a captured pilot), 
and down to the surface of Sectus itself (to 
kill a key Sectoid figure and extract a chip 
from its skull). 

You’re presented with a default squad, 
but you can revise the selections to your liking 
by clicking and dragging icons representing 
X-COM troopers. Each is rated by strength, 
health, marksmanship, throwing accuracy 
(grenades are among your weapons), stamina, 
mobility, morale (some troopers may panic), 
and psi strength and skill. 


Stop gawking at the view and get moving. 


Once you’ve made your selections and 
equipped each member to your satisfac- 
tion, diagnostic readouts course down the 
screen, and the developer’s X-COM-specific 
version of the Unreal engine kicks in. You'll 
typically find yourself strapped into an alcove 
within a bullet-like shuttle (which happily 
recalls the express-elevator-to-hell dropship 
sequence in Aliens). 

Then the door explodes open, you’re in, 
and the game begins in earnest. 


How Is It? 

It looks good. Very good. The graphics 
were sharp on my Voodoo II accelerator 
card, with lots of little touches like steam 
shooting from equipment and display pan- 
els flickering to life. And the music builds 
the atmosphere without getting in the 
way. (It doesn’t seem like the adrenaline- 
fed songs that some other games force 
down your throat; it’s more like the music 
of your own mind.) 
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You and a teammate watch a power-core fuel-pod explode. 


In a game of this sort, the key to success is 
bound to be ease of use: How can you issue 
commands and keep track of your troopers 
while keeping your own head firmly attached 
to your neck? 

I found it surprisingly easy. The troopers 
follow you by default, but sometimes they’l] 
act on their own. For instance, in the very 


Mallory, your default first-mission companion. If she 


survives, her stats may improve. 


first mission—an incursion into a Sectoid 
ship—the trooper accompanying me took it 
upon herself, without prior instruction, to 
access a computer panel. (In the final version, 
both your troopers and the aliens will be able 
to take even more initiative—for instance, 
using elevators in order to carry out orders, 
using terrain for cover, and responding in 
detail to the surrounding battle.) 

If you need your troopers to perform a 
specific task, you simply highlight them 
via the keyboard—either individually or in 
groups—and select the appropriate command. 
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In the version I played, these commands 
included instructions to guard a given loca- 
tion, join up with the squad leader, and 
fire at will (or hold one’s fire). The full 
game will include the ability to direct the 
troopers’ paths in detail via a 2D way- 
pointing system. (Producer John Broomhall 
has revealed that the team is also experi- 
menting with a point-and-click “go-to” 
mode in the 3D world—which would 
permit more precise positioning within 
the visible area—but it may or may not 
wind up in the game.) 


Two Views to Choose 

You can follow the troopers via four view- 
screen insets at the top of the main screen. 
By default, each is a local map. A tap on 
the appropriate function key changes a 
given trooper’s scene to a crisply rendered 
3D view that updates in real time and 
shows you everything the trooper sees. 
(Here, again, Alliance pays homage to 
Aliens—the scene under the atmosphere 
processor.) And, if the screens prove dis- 
tracting (they didn’t for me), you can fold 
them out of view. 

Another alternative is to commandeer a 
given trooper using your psi skill. His 
(or her) view becomes yours for 
a finite period determined by 
your squad leader’s skill and 
strength in these mind games. 
It’s a technique likely to be espe- 
cially effective in saving the 
hash of enthusiastic rookies 
who wander into harm’s way 
and don’t have the wherewithal 
to shoot themselves out. (Trooper 
promotions are handed out at 
the end of a mission as part of a 
detailed debriefing.) 

Getting around couldn’t be 
easier. A keypress kicks the game 
into a mouse/keyboard combo much favored 
by action gamers. And there’s a 2D auto- 
map—an aid whose absence in premier 3D 
shooters like Quake and Unreal is the cause 
of much debate. 

The game will offer a hefty supply of 
weapons and equipment—which gets 
ever heftier as your researchers delve into 
alien technology salvaged during your 
missions. Look for the X-COM team to 
use at least 10 weapons (a very military 
lot, from pistol to rifle to rocket launcher 
to Gauss gun) and five suits of armor, 
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one of which is supplied with an anti- 
grav unit. 

You'll also have access to robotic units. 
The flying scout is a remote-control TV 
camera that allows you to check out unex- 
plored areas without risking a trooper; 
conveniently, it fits into ventilation ducts. 
(The potential downside: it takes the place 
of one of your squad members.) 


Welcome to Their World 


Still, you can only go on about features for 
so long. It all comes down to the fact that 
Alliance is a world worth visiting. I liked 
being in it, and I find, looking back, that I 
don’t have to struggle to remember signifi- 
cant moments. 

I'd gotten so used to wasting black-eyed, 
big-headed aliens that a monstrous, ED209- 
like creature sent me running in a sweaty 
terror I hadn’t experienced since...well, since 
the Titans in Unreal itself. (I’m told there’s 
much worse to come—including a flying 


Here, your foursome takes a pair of grays 
by surprise. 


The equipping screen: | call the rocket launcher! 


alien that shreds its opponents and another 
that possesses your troopers and forces 
them to turn on you—a resource-manage- 
ment nightmare!) 

I don’t think I’ve ever seen a longer drop 
than the one in Mission 12. And I caught the 
barest glimpse of a Sectoid folding into a tele- 
port, in a room with 
shadows billowing 
up the walls like in- 
visible smoke. Just 
being in that room 
scared me. 

I also found the 
concept of having 
characters around 
me so engaging (note 
that they have realis- 
tic names—not 
monikers like KewLDooD—and a funda- 
mental willingness to obey orders) that I 
thought less about details like the novelty of 
this weapon or the spectacle of that explosion. 

Finally, it was something of a relief to not 
have the weight of the whole mission resting 
on my back. First-person shooters typically 
allow the player to perform at levels far supe- 
rior to their opponents, and Alliance made me 
feel human again. In the one mission I played 
with a full team, my squad was smart enough 
to identify targets, open fire quickly and accu- 
rately, and recover alien weapons after combat. 
Occasionally, I did have to intercede and tell 
them to knock it off—like when they opened 
fire on an alien across a conveyor belt hauling 
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volatile fuel-pods to the power plant. (Let’s just 


say they only made that mistake once.) 
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Here, the aliens take you by surprise. 


But bear in mind that the game is deep in 
development, and things were missing 
from this version. Multiplayer, for instance. 

“We're hoping to support multiplayer,” 
says Broomhall, “but we're waiting for Epic 
[MegaGames] to release the multiplayer code 
and the patch. What we'd like to be able to do 
is have a human squad playing against another 
human squad. Another possibility we’re look- 
ing at is having four humans playing actual 
squad members.” 

The aliens in my game were more or less sta- 
tic. And the shipboard side of the game wasn’t 
yet up and running. While the attractive, 
hologram-like interface was in place (the in- 
mission inventory reminded me of Tomb Raider), 
the research module wasn’t ready—and without 
that, it’s hard to provide a full picture. 

But it’ll be interesting to see how the two 
sides of Alliance link up. Indeed, that’s critical. 
Resources will be precious, down to the most 
basic types of ammo. Remember: the Patton 
and its contents are your whole world—and 
you'll have to make difficult decisions about 
their apportionment. Do you want to risk send- 
ing a healthy researcher on a mission in place of 
an injured trooper, 
when leaving 
him back in the 
lab might push 
the team over 
the next techno- 
logical hump? 
Will you dare 
to explore a 
dangerous, if 
nonessential, 
region with a 
wounded team that’s ready to go home just 
because you’re expecting to find a research 
pot of gold? 

In any case, you’re going to have to think 
beyond the next treacherous corner or drop- 
off, and anything that makes you stop and 
think is a potential plus. 

While I’m impressed with what I’ve seen, 
I can’t yet provide a context for X-COM: 
Alliance. The development of squad-based 3D 
games is positively exploding (see this issue’s 
Game Wire), and it’s too early to anticipate 
how it will measure up beside, say, Psygnosis’ 
Hired Guns, which also uses the Unreal engine 
and is due around the same time, or Richard 
Marcinko’s Navy SEALs (which is farther out). 
Alliance clearly won’t be alone. 

But, then again, neither will we. (i 
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ot all gamers are alike. And shopping for them each holiday season can prove to be a tough 

proposition. After all, fifty bucks is a big chunk of change to drop on agame that the gamer 
in your life may only find interesting for a few hours. Predicting what they'll like isn’t easy, 
which is why PC Games is happy to bring you its 1998 Holiday Gift Guide, a blueprint for buying 

based on rigorous, scientifically deduced profiles of different gamers. 

To produce the following profiles, we subjected 500 random gamers to a week of intensive (and 
often traumatizing) psychological and physical tests. We enjoyed scaring them and making them cry, 
but they each received a king-size candy bar for their troubles and, more importantly, our readers can 
now reap the benefits of our peek into what makes each of the four basic ‘gamer types tick. 


ACTION BOY 


He’s lean. Mean. Knows way more 
about computers than you 
ever will, even after all those 
night-school courses you 
took. And his idea of relax- 
ation is to blow up the 
world and everything in 
it at his desktop, night 
after night. 
He’s an Action Boy 
(or Girl—after all, mass 
destruction need not be 
exclusively a boy’s pursuit), 
and the games he lusts after 
generally seem to involve guns, 
aliens, and very loud stereo explo- 
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sions. Not to worry, though. While you’re 
reading up on the warning signs of antiso- 
cial traits in young people, he can keep 

himself occupied with the following holi- 

day holocausts... 


Descent: Freespace 
The Game: Grand space-combat action on 


an epic scale, as gamers are put in both the 


command seat of an interstellar armada and 
the cockpit of individual starships engaged 
in ship-to-ship fighting. It’s free-ranging star 
wars in a fully 3D, strategic environment. 

The Appeal: The mix of command struc- 
ture and visceral dogfighting will appeal to 
fans of both Master of Orion and X-Wing vs. 
TIE Fighter, two of the more popular space 


We categorized them as follows: Action Boy, Desktop General, Indiana Jane, and Electronic 
Jock, Each has different ideas about what makes a computer game fun, and you should be able 
to peg your beloved gamer into one of the four categories without much trouble. 

Then we included with each profilea list of some of the can’t-miss titles available for the 
holidays. For those games that weren’t on shelves at press time, we received assurances from 
the developers and publishers that the games would be out by the holidays. Anything in your 
gamer’s list is bound to please, saving you the disappointment of a game purchased in vain and 
them the hassle of playing it for a while just to placate you. Without further ado, the 1998 


Holiday Gift Guide... 


combat/conquest games of yesteryear. 
Any Star Wars fan will find a lot to like in 
Descent: Freespace. 

The Red Flags: [here’s not a lot of “whites 
of their eyes” warfare in this title; it’s essen- 
tially dogfighting in space, with a command 
element. Those solely interested in brute force 
may be a little bored. 

Interplay; 800-468-3775; $50 
www.interplay.com 


Half-Life 

The Game: A top-secret scientific experi- 
ment has gone horribly awry, and now you’re 
trapped in an underground lab with all man- 
ner of alien nasties pouring through an 
interdimensional rift. Your task is to live 


e 


long enough to find a way to close the hole. 
The Appeal: Half-Life demands a realistic 
approach to the crisis, forgoing the “blast 
first, ask later” style of play common in your 
average action title. A developing plotline will 
hook fans of Aliens-style sci-fi/action. 

The Red Flags: Half-Life promises to be 
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even more violent than most shoot-’em-ups, 
with realistic and bloody effects. Probably 
not appropriate for younger gamers. 

Sierra; 800-757-7707; $55 


www.sierra.com 


Heavy Gear Il 

The Game: Mechanized warfare in the far- 

thest reaches of the galaxy. Whether fought in 
the inhospitable environs of far-off planets or in 
the frozen hell of outer space, these battles re- 
quire iron nerves to match the iron hulls of the 

war machines dominating this violent future. 

The Appeal: Mech fans will sink their teeth 

into this detailed and tactically demanding 

sim that moves Mech combat into challenging 
new territory. 
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The Red Flags: Heavy Gear II may be a 
little more challenging than some run-and-gun 
gamers like, as it requires a real commitment 
of time and attention to play right. 
Activision; 800-477-3650; $50 


Www.activision.com 


The Game: The classic dungeon romp gets 
refurbished as developer Raven Software de- 
livers a medieval massacre. Gamers venture 
through a forbidding series of dungeons, cast- 
ing spells and hacking nasties in a sort of ul- 
traviolent medieval Tomb Raider. 

The Appeal: The original Heretic garnered 
a huge following, and the Quake II engine 
powering Heretic II provides stunning graphics 
and an immersive underground environment. 
Set in medieval times, it’s a good bet for fans of 
fantasy settings and magical mayhem. 

The Red Flags: [ ower profile than some 
shooters on the market, and medieval sword- 
and-sorcery may not be everyone’s cup of tea. 
Activision; 800-477-3650; $50 


Www.activision.com 


The Game: A sequel to the very popular Inter- 
state ’76, I-82 puts gamers behind the wheel of 
tricked-out muscle cars loaded with weapons. 
It’s sort of like Mad Max meets a Beach Boys 
album, set in an alternative 1982 where the 
Contras are the least of America’s concerns. 
The Appeal: [-82 is a clever mix of demo- 
lition derby and shoot-’em-up, and it pulses to 
the beat of a retro ’80s soundtrack. Fans of 
both hard-charging driving games and action 
shooters will find a lot to like in I-82. 

The Red Flags: Some people take their 
action pretty seriously, and I-82’s tone can be 
light and comic. 


Activision; 800-477-3650; $50 


Www.activision.com 


The Game: Spend a few days in the very 
big shoes of a Klingon. This first-person 
shooter set in the hugely popular Star Trek 
universe casts the gamer as a young member 


of the warrior species, whose mettle is put 
to the test. 


The Appeal: Star Trek fans are the most 
rabid in the universe, and Klingon Honor 
Guard weds the guaranteed appeal of the 
mythos with a standout 
first-person action engine. 
There should be plenty 
to please action fans and 
Trekkies alike. 

The Red Flags: Not 
everyone foams at the 
mouth over Star Trek. 
Make sure they know 
the difference between 
Kirk and Picard before 
settling on this game. 
MicroProse; 
800-879-7529; $50 
www.microprose.com 


The Game: Hop into some of the world’s 
most thrilling high-performance cars and take 
to the international racing circuit for arcade- 
style wheeling. But don’t let the cops catch 
you, or you might get sent straight to the 
hoosegow. 

The Appeal: There aren’t many Action 
Boys who don’t like the idea of getting into a 
Ferrari and doing 170 through a hard curve. 
NFSIII will satisfy the racing jones of most 
any auto enthusiast. 

The Red Flags: NFSIII isn’t a realistic 
sim by any stretch of the imagination. More 


serious gearheads might be better suited to 
Sierra’s NASCAR 2 or NASCAR 99, 
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Electronic Arts; 800-245-4525; $50 


www.ea.com 


The Game: Based loosely on the plot of a 
Tom Clancy novel, Rainbow Six lets you head 
up an anti-terrorist team. From drafting and 
equipping your operatives to taking part in the 
mission from a first- or third-person perspec- 
tive, you call the shots...and then take them. 
The Appeal: With both planning and di- 
rect combat that emphasizes stealth, this game 
will intrigue action and strategy gamers alike. 
Clancy fans, of course, will be in heaven. 
The Red Flags: The dual emphasis may 
be too broad for hard-line action lovers or 
strategists. 

Red Storm Entertainment; 919-460-1776; $40 


www.redstorm.com 


The Game: One of the most anticipated of 
the season’s 3D shooters, SiN takes the Quake II 
engine and applies a branching plot determined 
by your decisions. Think of it as a Choose 
Your Own Adventure story with lots of explo- 
sions and dead people. 

The Appeal: Jaded fans of 3D action games 
will find a lot to like in the extensive single- 
player focus and innovative storyline. 

The Red Flags: The multiplay element 
comes in second to single-play, which may 
turn off devoted Netheads. 

Activision; 800-477-3650; $50 


WWwW.activision.com 


SiN 


Starsiege Tribes 

The Game: An online-only action title de- 
signed from the ground up to encourage (in 
fact, demand) cooperative team play. One 
member of the team (or tribe) is the comman- 
der, issuing orders to his squadmates. Voice 
communication will make this an innovative 
online experiment. 

The Appeal: Truly involving cooperative 
team games are rare and treasured; if your 
favorite gamer is up all hours playing online 
games with clan buddies, Tribes may be right 
up their alley. 

The Red Flags: Make sure they’re into on- 
line gaming, because there’s no single-player 
element aside from tutorials and practice. 
Dynamix; 800-757-7707; $40 


www.dynamix.com 


DESKTOP 
GENERAL 


He has every war book ever written on his 
shelf. He can give a detailed dissertation on 
Rommel’s maneuvering of the 
Afrika Korps and compare 
and contrast the engines 
of a Spitfire and a 
Messerschmidt. In 


short, he’s a born 
Desktop General, 
and his tastes run 
either to strategy 
games that place 
gamers in com- 
mand of warfare 
simulations, or to 
detailed simula- 
tions like SimCity 
that put him in 
charge of managing 
entire societies. 
The following Order 
of Battle details some of 
the season’s hottest 


strategy and sim titles, each a surefire bet to 
keep the Desktop General happily in the 
line of fire for hours. 


101: The Airborne Invasion 
of Normandy 

The Game: A squad-level tactical re-creation 
of one of the most harrowing missions 
in American military history—that of para- 
troopers who had to enter D-Day from the 
skies and provide crucial help for the beach- 
front invasion. 

The Appeal: [he small- 
scale, unit-level focus and 
the game’s D-Day setting 
make this a perfect gift for 
gamers still awed by Saving 
Private Ryan. 

The Red Flags: Grand- 
strategy buffs who need 
to command vast armies 
may be a bit disappointed 
by the microcosmic scope 
of this game. 

Empire Interactive; 
800-216-9706; $40 


www.empire-us.com 


Alpha Centauri 

The Game: Strategy legend Sid Meier 
extends his vision of human civilization 
into outer space, crafting a detailed and 
ambitious game about a small group of 
humans who are faced with the task of 
colonizing a new planet—while somehow 
surviving the fractious empire-building of 
different splinter factions. 

The Appeal: Descended from Meier’s bril- 
liant Civilization series, Alpha Centauri 1s 
almost guaranteed to please devotees of that 
hugely successful strategy empire. 

The Red Flags: Those drawn to the purely 
military may find this title a bit too, well... 
peaceful. It emphasizes diplomacy and re- 
source management as well as conquest. 
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Alpha Centauri 
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Electronic Arts; 800-245-4525; $40 
www.ea.com 


Civilization: Call to Power 
The Game: Activision takes over the presti- 
gious Civilization franchise and points it in 
some bold directions, adding new forms of 
government, new wonders, and new stealth 
attacks to the continuing saga of human de- 
velopment and struggle through the ages. 
The Appeal: Civ, whose challenge is to 


“build a civilization to stand the test of time,” 


Civilization: Call to Power 
is itself a time-tested series. The new gameplay 
angles (including space exploration) have only 
more to add. 

The Red Flags: Sid Meier, with whom 
Civilization is synonymous, is not on board 
for this outing. A new design team will have 
to prove it’s worthy of the Civ mantle. 
Activision; 800-477-3650; $50 
www.activision.com 


Fighter Squadron: Screamin’ 
Demons Over Europe 

The Game: Fly the unfriendly skies of 
World War II in a realistically re-created 
assortment of warplanes from the era. 
Whether it’s a rumbling B-17 
its way to carpet-bomb the Reich or an Me 
262 determined to knock it down, flyboys 


bomber on 


will have a wealth of air-combat history at 
their fingertips. 

The Appeal: Flight sims haven’t offered 
many recent looks at this epoch in air war- 
fare, and this game aims to deliver a truly 
comprehensive WWII sim. Guys who sit up 
all night watching those History Channel 
documentaries about the Battle of Britain 
should welcome this title. 

The Red Flags: Flight sims are hard work 
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for people who aren’t already into them. Be 
sure your gamer has some appropriate equip- 
ment and flight time under their belt. 
Activision; 800-477-3650; $50 
WwwWwwW.activision.com 


Fighting Steel 

The Game: A simulation of naval combat in 
World War II, Fighting Steel offers gamers the 
opportunity to take command of the warships 
of the Axis or Allies. This was back when 
navies were navies, and to sink an enemy ship 
required the personal touch that modern 
missile-warfare has all but eliminated. 

The Appeal: This theater of warfare has 
only rarely been tackled on the computer, and 
this time it’s explored by the SSI design geniuses 
who brought gamers the wonderful WWII 
submarine sim Silent Hunter. 

The Red Flags: Naval warfare is a meth- 
odical, hit-or-miss affair. This type of 
wargame will suit the more patient, exact- 
ing commanders. 

SSI; 800-601-7529; $55 


www.ssionline.com 


Heroes of Might and Magic III 
The Game: [his is the third in the hugely 
popular and critically acclaimed series. Set in 
a mythical world of magic creatures and bold 
knights, HMMIII should keep alive the capti- 
vating gameplay of a series that’s as much a 
spellbinding fantasy as it is a wargame. 

The Appeal: A unique, immersive setting 
grabs the imagination in fanciful ways that 
most wargames simply don’t. Think of it 
as The Hobbit Goes to War. 

The Red Flags: Some wargamers may scoff at 
the setting, demanding that their strategy games 
leave out such frivolities as unicorns and ogres. 


Fighter Squadron: Screamin’ Demons Over Europe 
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3DO; 800-336-3506; $50 


www.3do.com 


Jagged Alliance 2 

The Game: A Third World island nation is 
deep in political crisis, which means mercenar- 
les are gonna come out of the woodwork. 
You’re the director of a merc outfit, earning a 
living while directing your hires through hair- 
raising tactical operations. 

The Appeal: The original Jagged Alliance 
had personality and verve to go along with its 
very fun tactical-combat engine. The mercs 
grow on you like old friends, even as they 
blow each other to smithereens. 

The Red Flags: [he micromanagerial as- 
pects of individually controlling mercs may 
not be up everyone’s alley; the emphasis on 
single characters and small areas may seem 
unspectacular to hardcore wargamers. 
Sirtech; 800-447-1230; $50 
www.sit-tech.com 


The Operational Art of War 
The Game: A brilliant, comprehensive com- 
pendium of operational-level warfare in the 
years 1939 to 1955. Any 
military engagement, ac- 
tual or hypothetical, can 
be refought in this game. 
Just about every aspect of 
war in this era is pre- 
sent and accounted for, 
making this a wargamer’s 
delight. 

The Appeal: Serious 
grognards will be in 
nirvana with this title, 
as it’s basically a Lincoln 
Logs set for wargamers. 
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Any owner of tabletop wargames will feel 
right at home here. 

The Red Flags: It might be a bit intimidat- 
ing to those who haven’t tackled serious 
wargames before—probably not for beginners. 


TalonSoft; 800-211-6504; $40 


www.talonsoft.com 


The People’s General 

The Game: SSI’s brilliant Panzer General II 
engine is applied to the dangerous modern 
world for a look at an all-out conventional 
war with China in the early part of the next 
century. The vicious technology of the mod- 
ern battlefield meets the ageless vagaries of 
warfare for a speculative campaign that’s all 
too possible. 

The Appeal: Gamers intrigued by Tom 
Clancy-style technowarfare will have their 
hands full with this comprehensive simulation/ 
speculation based on the projected military 
hardware and tactics of tomorrow. 

The Red Flags: SSI’s popular Five-Star series 
has always balanced realism with fun, and 
ironically, this balance turns off gamers who 
complain about the lack of absolute accuracy. 
SSI; 800-601-7529; $50 

www.ssionline.com 


Railroad Tycoon II 

The Game: A classic of yesteryear gets a 
full overhaul by developer PopTop. You play 
a robber baron of the 1800s who’s trying to 
carve an empire out of the Wild West, estab- 
lishing a railroad network in order to monop- 
olize trade. Sounds thoroughly American. 
Sounds like fun. 

The Appeal: Railroad Tycoon is a fondly 
remembered blast from the past, and many 
of today’s strategy buffs cut their teeth on it 
and its ilk. A refurbished return to its innova- 
tive gameplay might be welcome. 

The Red Flags: No flying artillery shells, 


The Operational Art of War 
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ASTEROIDS 


Back. And bigger than ever. 


no air strikes, no killing at all...unless you 
count making a killing off land grabs. Might 
be too tame for some wargamers. 

g.0.d.; 800-463-4263; $50 
www.godgames.com 


West Front 

The Game: A comprehensive overview of 
the struggle for western Europe in WWII. 
The highly esteemed designers at TalonSoft 
produce super-detailed, almost clinical 
wargames for serious buffs, and West Front 
looks to be their most ambitious and accom- 
plished to date. 

The Appeal: Classic, old-fashioned 
wargames, designed for maximum accuracy. 
A traditionalist’s feast. 

The Red Flags: As with most TalonSoft 
games, the level of detail may be daunting to 
amateur field marshals. 

TalonSoft; 800-211-6504; $40 
www.talonsoft.com 


INDIANA JANE 


Indiana Jane can solve a Rubik’s cube faster 
than you can balance your checkbook. Jane 
(or Jim—guys have occasionally been known 
to solve a problem or two) isn’t much in- 
trigued by the action or strategic styles of 
gaming, but instead finds 
herself drawn to 
immersive worlds 
where wits are the 
most valuable 
commodity 
and nimble 
thinking 


is your only 
hope of success. 
These adventure 
and role-playing 
titles will keep your 
gamer’s wanderin’ 
heart very busy in- 
deed. Whether it’s 
dodging dinosaurs, 
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outwitling Orcs, Or 


solving murders 


EverQuest 


on the moon, there are adventures aplenty 
on the shelves this season. 


Baldur's Gate 

The Game: Advanced Dungeons & Dragons 
gets a visually impressive PC translation for 
this epic RPG. The main quest—determining 
what evil force is draining the realm of its 
natural resources—is propped up by side ad- 
ventures, extensive character interaction, tacti- 
cally sound fighting, and eye-popping magic. 
The Appeal: RPG fans have had to go 

a while without a really great AD&D 
game, and the graphics alone will make 
Baldur’s Gate a welcome addition to any 
RPG buff’s stable. 

The Red Flags: Baldur’s Gate looks to 
be slightly skewed toward wandering and 
combat, and it may be a little light in the 
puzzle department. 

Interplay; 800-468-3775; $50 
www.interplay.com 


Dark Side of the Moon 

The Game: A murder inside your uncle’s 
lunar mine sends you off on a mystery to 
uncover the killer. It’s a future of dark envi- 
ronments and intimidating technology, with 
superb graphics that bring the forbidding 
lunar mine to life. 

The Appeal: A new and engaging setting 
for a murder mystery. 

The Red Flags: Publisher SouthPeak is an 
unproven outfit, and Dark Side of the Moon 
has received very little attention so far. 
SouthPeak Interactive; 919-677-4499; $50 
www.southpeak.com 


EverQuest 
The Game: Sony’s ambitious, massively mul- 
tiplayer online-only RPG offers five continents 
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to explore, dozens of races and classes to try 
out, and intricate systems of magic, politics, 
and economics that fuel a huge, living, breath- 
ing fantasy world. 

The Appeal: People who rushed to try out 
earlier experiments like Ultima Online and 
Meridian 59 may well be among those eager 
to take a spin through this new, even larger 
realm. 

The Red Flags: Massively multiplayer on- 
line environments have a spotty track record 
at best, and this one will require a monthly 
playing fee. 

989 Studios; 888-426-3702; $10/month 
www.everquest.com 


Fallout 2 

The Game: Jhe sequel to Interplay’s cult hit, 
Fallout 2 presents a post-apocalyptic waste- 
land where gamers have to think quick and 
shoot straight in order to save their dying 


Fallout 2 


community. An RPG with a heavy action fla- 


vor, it offers varied environments, including 
desert badlands, wasted cities, underground 
catacombs, and more. 

The Appeal: Fallout built a fervent follow- 
ing with its unusual RPG setting. Fallout 2 
builds significantly on its predecessor in terms 
of sheer scope and vision. 
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The Red Flags: [he Fallout universe is 
grim and filled with such niceties as brothels 
and boneyards. Not a game for the easily 
disturbed. 

Interplay; 800-468-3775; $50 


www.interplay.com 


Final Fantasy VII 
The Game: You're a mercenary named 
Cloud, tasked with helping a resistance 


movement sabotage the oppressive rulers of 
the fantasy city Midgar. A sort of RPG 
Lite, it’s nevertheless heavy on combat and 
set in a graphically rich world. 


The Appeal: FFVII was a huge hit on 
the PlayStation, and its conversion to the 
PC has met with lots of acclaim. Gamers 
who never tried the console version are 
probably hungering to try it out on 

their computers. 

The Red Flags: Make sure your special 


gamer didn’t try it already on the PlayStation 
and hate it. The only thing worse than getting 


a game you don’t like is getting it twice! 
Eidos; 800-617-8737; $50 


www.eidos.com 


Return to Krondor 

The Game: Fantasy author Raymond 
Feist crafted the setting of this follow-up to 
Betrayal at Krondor. You are a citizen of 
Midkemia, called upon by your church to 
return a stolen mystical artifact that’s ended 
up in the hands of an evil magician. 

The Appeal: Feist’s is one of the most pow- 
erful imaginations in fantasy literature, and 
his creations are always sure to enthrall fans 
of Tolkien-style adventure. 

The Red Flags: Evil-worshipping sorcerers 
plotting to unleash a flood of bane may be 
too strong a theme for some younger gamers. 


Hardcore RPGers may resent that they don’t 
get to create their own character. 

Sierra; 800-757-7707; $50 

www.sierra.com 


King’s Quest: 

Mask of Eternity 

The Game: Few adventure series have en- 
joyed the longevity and success that the King’s 
Quest series has. Mask of Eternity takes a 
step away from the series’ traditional format 
and introduces a more action-flavored, 
sword-swingin’ style of gameplay. 

The Appeal: Sierra has been pleasing fan- 
tasy gamers for years with 
the King’s Quest line. This 
is a brand name that’s as 
good as gold. 

The Red Flags: [he new 
action emphasis may rub 
purists the wrong way, and 
the violence makes this 
questionable family fare. 
Sierra; 800-757-7707; $50 


www.sierra.com 


Lands of Lore Ill 
The Game: You're the heir 
to the throne, but your sub- 
jects are skeptical about you. 
You must prove your worth through a variety 
of quests, political maneuverings, and good 
decision-making. A simple and intuitive inter- 
face and design strive to make role-playing as 
newbie-friendly as possible. 


Lands of Lore Ill 
The Appeal: People who’ve never tried 
RPGs before may find the simplified 
approach of Lands of Lore III to be a 
perfect primer. 

The Red Flags: While the gameplay ap- 
pears to be in place, we weren’t impressed 
with the graphics in our early looks. 
Westwood Studios; 800-874-4607; $50 
www.westwood.com 


Tomb Raider III 

The Game: Lara Croft, gaming’s icon of the 
90s, returns in her third quest for Earth’s 
most remote and dangerous hidden treasures. 
Lara’s wide range of movements and attacks 
provides the feeling of controlling a lethal 
super-gymnast, and the series’ rich graphics 
and challenges have been addicting gamers 
for a few years now. 

The Appeal: The Tomb Raider series 
appeals to almost anyone looking for an im- 
mersive cinematic joyride on their PC. Lara’s 
bodacious body never hurts, either. 

The Red Flags: Lara’s overexposure level is 


Tomb Raider Ill 
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hovering at “dangerous.” Make sure your 
gamer isn’t burned out on the Croft experience. 
Eidos; 800-617-8737; $50 


www.eidos.com 


ELECTRONIC JOCK 


Why won't he go outside and play real 
sports like a regular American kid? Sorry, 
ma. It’s because he’s an Electronic Jock, 


and believe us, he’s having plenty of fun 
sweating it out over the PC. 


tt 
gti, 


Cutting-edge graphics, brilliant physics 
models, and closely monitored professional 
accuracy make today’s PC sports titles 
eerily reminiscent of the real thing. Here 
are some of the games in this season’s 
winner's circle, titles that will have that 
sports junkie hooting and hollering long 
into the night (or at least until Monday 
Night Football comes on). 


Deer Hunter Il 

The Game: Okay, so it’s not everyone’s idea 
of a sport. But the original Deer Hunter was 
the industry phenomenon of 1998, drawing 
casual gamers into its backwoods hunting 
simulation. It’s spawned many imitators but 
now has its own sequel to ramp up the graph- 
ics and gameplay. 


The Appeal: Huge. No one anticipated how 


many people would pony up to snipe wood- 
land wildlife in Deer Hunter. The technologi- 


Deer Hunter Il 
cally advanced sequel—whoa, it’s in 3D so 
you can actually walk around!—should only 
feed the groundswell for hunting games. 
The Red Flags: Critics were pretty harsh 
with their verdicts on the original, and 
gamers who aren’t interested in hunting 

will probably find the sim boring. 

GT Interactive; 800-972-7434; $20 


www.gtinteractive.com 


The Game: Baseball at its best, with 
clean, realistic graphics, a deep and in- 
volving roster-management utility, 
and excellent free multiplay over 
NetAccolade, the publisher’s dedicated 
matching service. HardBall 6 also offers a spe- 
cial historical mode that lets you match your 
own teams against great squads of the past. 
The Appeal: Diamond kings who like their 
baseball to be cut with a fair amount of big- 
league realism—in other words, guys who 
usually complain that “the action isn’t real 
enough”—will like this. 
The Red Flags: Getting the most from this 
game involves a fair amount of management 
skill, which may not be everyone’s ball game. 
Accolade; 800-245-7744; $40 
www.accolade.com 


Knockout Kings 

The Game: EA Sports, the heavyweight 
champ of sports publishers, takes a swing at 
boxing with this 3D ring sim. Featuring the 
stars of today as well as the legends of yester- 
day (Muhammad Ali, anyone?), Knockout 
Kings is set to carve out a whole new market 
with its top-notch graphics. 

The Appeal: Boxing fans haven’t had a de- 
cent boxing title in ages. 

The Red Flags: Since this is the first boxing 
title out of the gate at EA, it’s possible it may 
be a little uneven and have some room for 
improvement. 

EA; 800-245-4525; $50 

www.casports.com 
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Links LS ‘99 

The Game: [he industry’s undisputed leader 
in golf games, the Links LS line offers photo- 
realistic graphics, uncanny ball physics, and 
heady course-management requirements. You 
won't find a more accurate or enjoyable golf 
sim anywhere else. 

The Appeal: Golfers are in love with their 
sport, and Links LS ’99 will give them fits of 
joy when they play. 

The Red Flags: System requirements are 
pretty stiff, and there are no course-designing 
features as there are in some competing prod- 


Links LS '99 


ucts. There’s also no Tiger Woods (he’s in 


EA’s golf game). 
Access Software; 800-800-4880; $50 
www.accesssoftware.com 


Madden NFL 99 

The Game: It’s the name synonymous with 
football. The face only a mother could love. 
EA’s Madden football series has previously 
stumbled a bit on the PC, but Madden 99 is 
the one that nails it. Sharp 3D graphics and 
explosive gameplay should keep gridiron fans 
busy til Sunday. 

The Appeal: New sim features will only 
help elevate Madden 99 to A-list status. 
If the gamer in your life spends all Sunday 
in the Barcalounger, this is the obvious 
choice for him. 

The Red Flags: [he online multiplay 
elements aren’t impressive. 

EA; 800-245-4525; $50 


www.casports.com 


Motocross Madness 

The Game: It’s you and your homies on 
supercharged motocross motorcycles capable 
of all-terrain work and heavy aerial action. 
Motocross Madness opens up huge areas to 
wheel around in and offers a great game of 
tag that makes multiplay a blast. 

The Appeal: Who wouldn’t like to spend 
a little time tearing up the countryside on a 
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CHECK OUT THE MAO SCIENTIST AT WORK... 
WWW.POWEREDPARTNERS.COM 


inc. ‘A RECOTON COMPANY. All rights reserved. Advent” and Powered Partners” are trademarks of Recoton Corporation. Unreal™ © 1998 Epic 
Reserved. Created by Epic Megagames, Inc. in collaboration with Digital Extremes. Published and distributed by GT Interactive Software Corp. 


PROFESSIONAL 
GAMERS LEAGUE 


rapet sus 


Available through 


ELECTRONICS 


y MICRON 


Escape to a gaming experience like 
nothing you’ve ever imagined. With 
Advent Powered Partners sound systems, 


youll feel those relentless Brutes and 


15-ton Titans—long before you see them. 
No doubt Advent's unreal power will save 
your so-called life. Powered Partners. For 
intense sound the way it was meant to be 


heard, and gaming that is absolutely unreal. 


THE COMPUTER SUPERSTORE “ 


and other retailers. 


SPACE-SAVING, DOWN-FIRING SLIBWOOFER 
MOUNTS ON THE WALL OR LINDER YOUR DESK! 


motorbike, especially when you’re showing 
up your buddies? 

The Red Flags: [here may not be enough 
in this game to interest those who aren’t 
hardcore motocross enthusiasts. 

Microsoft; 800-426-9400; $55 
www.microsoft.com 


The Game: Arguably the most consistently 
excellent sports game year after year, EA’s 
NHL series continually sets new and higher 


marks for graphics, realism, and sheer fun in 
sports titles. New motion-captured moves, a 
hockey-coaching tutorial, and a shot meter 
can only improve this great game. 

The Appeal: Hockey’s fast, furious action is 
vividly reproduced in NHL 99 and should get 
hockey fans on their feet in a stick-pounding 
salute. 

The Red Flags: Hockey can be a pretty insu- 
lar sport, and not everyone is a fan. Their loss. 


EA; 800-245-4525; $50 


www.casports.com 


The Game: Ohh yeeahhhh! WCW Nitro’s 
gonna grab you, gonna twist you up like a 
pretzel, gonna suplex you, ohh yeeahhhh! 
The raw, irresistible lunacy of big-time pro 
wrestling makes its way to the PC for this 
ring-rollicking extravaganza. 

The Appeal: [his is for those who enjoy a 
good bone-crushin’ barnstorming. Besides, 
think of the money you'll save on 
Pay-Per-View nights. 

The Red Flags: Pro wrestling 
is, admittedly, a bit goofy. People 
who sneer at wrestling will proba- 
bly want to steer clear of this one. 
THQ; 818-225-5167; $30 
www.thg.com 


The Game: Soccer as it has rarely 
been rendered before—a glorious 
tour through the fabled 
World Cup 98 in France. 
Accurate teams and rosters 
help soccer buffs create dream 
matchups, while stunningly lifelike 
graphics and gameplay make World 
Cup 98 arguably the PC’s most re- 
alistic sports game. 

The Appeal: Soccer fans are 
pretty hardcore about their sport, 
and they’re blessed with such a 
faithful computer re-creation. 

The Red Flags: It’s a good idea 
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to make sure your gamer’s got 3D accelera- 
tion, because World Cup 98 really sings 
when its graphics are boosted by hardware. 
EA; 800-245-4525; $50 


www.casports.com 


Gamers needeth more than software to 
survive. To completely enjoy the full 
range of features provided by today’s tech- 
nologically marvelous entertainment, a 
wide range of hardware is pretty much 
mandatory. There's a ton of kludge out 
there, which is why we’ve sorted out a 
few of the better toys on the market this 
year. Here’s some guidance as to who 
might be needing what. (And if money’s no 
object, consider our Way-Out Holiday 
Hardware feature in this issue.) 


What It Is: The first CPU to aggressively 
challenge Intel’s Pentium as the gamer’s chip 
of choice. The K6-2 is perhaps not quite the 
chip that a Pentium II is, but it’s comparable 
and can usually be found significantly cheaper 
(in the $180 range). 

Who Needs It: Looking for an up-to-date 
CPU, with a strict budget in mind? AMD’s 
new offering may be your long-awaited ex- 
cuse to slip the Wintel cartel. 

AMD; 800-538-8450; $180 
www.amd.com 


What It Is: Diamond Multimedia’s 56K 
modem is a gamer’s boon—it’ll cut ping times 
in online play drastically, even compared to a 
33.6K modem. With a serial cable that makes 
a PCI slot unnecessary, the SupraExpress 56 is 
the gamer’s modem of choice. 

Diamond Multimedia; 800-727-8772; $120 
external, $100 internal 


www.diamondmm.com 


MidiLand; 909-592-1168; $400 
What It Is: An all-purpose gamepad de- www.midiland.com 
signed for multi-genre play, manufactured 
by one of the more reliable hardware outfits 
in the industry. What It Is: The best of the season’s new 


Who Needs It: crop of flight-sim combat sticks, the Talon 


Anybody who plays is relatively cheap (just $60, which is a steal 
a wide variety of on a flightstick) and easily programmable. | 
games, but it’s of Who Needs It: Flight-sim enthusiasts 
particular useto _ looking for a general-purpose flightstick 
sports gamers. and who will appreciate the accurate F-15 
Gravis; 650- model shape. 
572-2700; $35 Suncom; 847-229-0002; $60 
www.more www.suncominc.com 


kills.com 


What It Is: A compact big-screen monitor, 
What It Is: A fast, relatively inexpensive (at if you can imagine such a wonderful thing. It’s 
$149—it’s a rough hobby, folks) 3D acceler- 
ator card using the Direct3D and OpenGI 
acceleration modes, which basically makes 
Pames pop, visually. 
Who Needs It: Gamers who don’t have a 
3D card yet. They don’t know what they’re 
missing—or worse, they know what they’re 
missing and they blame you for not getting 
it for them. 


Matrox; 514-822-6320; $149 


www.matrox.com 


What It Is: A high-end, four-compo- 
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nent audio system that features a huge 


subwoofer and satellite speakers to turn a 


4 
‘ 


gamer’s desktop into a rumbling sound 

factory. Positional sound makes for totally a 19-inch screen with a short back, enabling it 
to fit on any tiny desktop. It’s also reasonably 
priced and delivers great pictures. 

Who Needs It: Gamers who complain 
about their small monitors and/or lack of 


p- 1 


desktop space. 
ViewSonic; 800-888-8583; $600 


www.viewsonic.com 


‘i 
h 


10 


What It Is: A sound card that uses both 
PCI and Aureal’s Vortex chipset to produce 


wonderful sound. It offers excellent 


positional effects, which can make | 


immersive gameplay—don’t let anyone sneak action titles in particular become fero- 
up behind you! ciously immersive experiences. 

Who Needs It: Anyone still listening to Who Needs It: People stuck with old 
their games on those tiny stock speakers that sound cards that don’t take advantage of 
came with the PC. A great audio system like dynamic positional audio. 

this can open up a whole new world of enjoy- _—- Turtle Beach; 800-233-9377; $130 

ment In gaming. www.tbeach.com # 
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The Battle Never Ends 


Take on 90 missions with advanced squadron A.I. settings, 
customize campaigns with an easy-to-use mission editor, 
and face up to 16 opponents in multiplayer combat. 
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ONOR. VENGEANCE. 

HOPE. TERROR. 

Four Kingdoms, four 

creeds. Four immortal 
siblings have fought for 1500 
years to rule the land of : a | ‘ 
Darien. But one of the rivals iii en tie Be ig Or ee 
discovers an ancient artifact, 3 
and it shatters the balance of power overnight. Massive armies collide. 
Supernatural forces level entire cities. Chaos destroys the land and 
the stability of the universe is shaken forever. 


Features 


* Four unique sides with different build hierarchies 

- Hardware support for improved graphics and special effects 
* Rich, in-depth story and character development 

* Physical changes in veteran units 

* Lay siege to castles and cities 

* Non-player humans, wandering monsters and life forms 

- Pre-built multiplayer bases and/or units 

* Multiplayer missions & varied victory conditions 

* Switchable radar/main map view 

* Custom keyboard mapping 

* Multiplayer capabilities over LAN, TCP/IP, modem and Internet. 
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Four powerful siblings. 
A vanished monarch. 
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Choose your loyalties now at www.cavedog.com 
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Fire = We seek the unknown. We find knowledge and power hidden from ordinary minds. Through skill and study, we will attain the impossible and the world w 


Water We travel the 


We all know you can get a fairly decent computer for less than a thousand bucks, but can you 
get a decent gaming computer for under a grand? Are we smoking a pipe dream here, or can 
you really find an inexpensive PC that'll run anything better than Minesweeper? We put five 
systems to the test, and the results surprised us. 


By Joel Strauch and Danny W. Lam 


HOW WE SCORED 


To evaluate the systems’ CPU processing handling ability, we also ranthe High-End __ test name. (See the performance chart on 


speeds, we used Ziff-Davis’ WinBench 98 Graphics WinMark 98. page 82.) 

and 3D WinBench 98. In WinBench, From 3D WinBench, we ran the 3D We also ran frames-per-second tests on 
we ran the CPUmark 32 and FPU Processing test, which provides an all-around —_ both Quake || and Incoming. All tests were 
WinMark tests to judge processing score for how a PC handles 3D graphics. run in SVGA mode at both 640-by-480 and 
speed. To see how well the systems We ran all tests on an Acer Aspire 200MHz —800-by-600 resolutions. Higher scores are 
Shuffle data to and from the hard drive, Pentium with 32MB RAM and an ATI better, and anything over 30 frames per 
we ran the High-End Disk WinMark 98. Rage card for baseline comparison. These second is excellent. 


For an assessment of each PC's graphics- Scores appear in parentheses after each . € 


me 


for computer manufacturers. Apart from 


T he sub-$ ,000 PC has become all the rage 


a few of the big dogs (such as Toshiba) 


who have stepped aside to wait and see what will 
become of this craze, every manufacturer has a 
model or two rotating up on the sales block. 
These computers came about by cutting 
corners and including less-than-high-end 
peripherals, and they were mainly intended for 
less power-intensive activities, such as word 
processing and maybe a little Web browsing. 
But thanks to lower chip prices, some of these 
inexpensive machines make pretty good gam- 
ing PCs. Of course, they’re not going to wrench 
the gaming mantle from the talons of someone 
like Falcon; but still, you can get a fine starter 
gaming machine and not have to sell your car 5 
and dog to make the payments. A year ago, it 


~ would've cost you $1,000 for a Pentium || chip— 


now you can get an entire Pll (or K6-2) system 
for that price. In another year, you'll be able to 
get a Pll 400 with a Voodoo II for $600: we've 
heard rumors that AMD-based sub-$600 PCs 
complete with 3D acceleration are on the way. 

We've run five of the latest sub-$1,000s 
through our game-testing wringer to see what 
showed up on the other side. All of these sys- 
tems are priced without monitor. You don’t want 
to know what kind of gaming system you’d get if 
its sub-$1,000 price tag included a monitor! 


Compag Presario 2254 
Compaq is known for its consumer PC line— 

with the emphasis mainly on home-office users 

and occasional gamers—and the strain its 
_ Presario 2254 feels under our rigorous 
% gaming requirements is evi- 
dent. To be fair to Compaq, 
its sub-$1,000s weren't 
_ designed for high-end 
gaming. To be fair to 
you, this means you 
most likely wouldn't 
want one as your 
— gaming machine. 

The 2254 is a 

well-designed desk- 
top model (the only 
non-tower PC we 
reviewed). It comes 
with a unique multi- 
media keyboard, 
which provides 


- access to D+ 


er controls, mute, - 
favorite application, and the Internet from 
right above your function keys. 

It also has 2MB of video memory and an 
embedded 3D 64-bit accelerator for graph- 
ics enhancement. Unfortunately, this isn’t 
enough to earn it anything but the lowest 
scores in our graphics tests. Its 3D Process- 
ing scores weren’t that much lower than 
some of the other PCs’, but the frame rates 
it put up in Quake || were barely playable, 
and the results of our frame-rate test from 
—— were unusable because the screen 


Compaq Presario 2254 


Its CPU scores were also lowest, but that’s 
because the 2254 only has a K6 processor, 
where the others have either K6-2 or Pentium 
Il processors. The 2254 does have Aureal 
A3D sound, but it doesn’t come with speakers. 

It’s fairly upgradable, with an open ISA 
Slot and an open combo ISA/PCI slot, but 
the case is so small that you wouldn't be 
able to fit anything as large as a Voodoo II 
card inside. And although the 2254 includes 
an adequate 32MB RAM, it’s ey upgrad 
able to 64MB total. 

The 2254—like all of the systems except 
for the IDOT.com (see below)—contains a 56K 
internal modem. 

The software bundle was the best we looked 
at. It contained Moto Racer, a slew of Microsoft 
products from Money 98 to Works 4.5, and 
Quicken Basic 98. And the price is right at only 
$899. If you’re looking for a stable PC for mainly 
text-based use, with maybe a little gaming on 
the side (we're talking solitaire here, not Unreal), 
the Compag may be worth checking out. Other- 
wise, spend an extra $100 elsewhere. (Compaq; 
800-282-6672; www.compag.com: street $899) 
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CyberMai 7 4 
The CyberMax su sub-$1,000 is quite impressive. 


From its high sc sori Our tests to its expan- 


The CyberMax’s $3 3 30 ~ 3 
the highest processor cor = x 
Processing) of any of thera machin 4 | 


road, but the frames- -per-second: tl 

were outstanding thanks to its 17 
card—it’s no Voodoo Il, but it holds 
against most anything else. The Cyber 
had the highest frames per second 
Incoming (boy, it looked good!) and th 
second highest on Quake II. : 

We did run into a few glitches during our 
testing. At first, the CD-ROM drive wouldn't 
recognize Incoming, but after a few tries open- 
ing and closing the tray, it picked it up. The 
WinBench also sensed some hard-drive errors 
the first time it ran, but a reboot and Scandisk 
seemed to clear those up. 

With a Creative Labs/Ensonig sound card 
and Altec Lansing ACS90 speakers, the Cyber- 
Max not only looks good, it sounds good, too. 
Plus, you get a cheesy little standup micro- 
phone with the sound system. There’s plenty 
of room for improvement—there are two open 


CyberMax 
ISA slots and two open PCI slots on the easily 
accessible motherboard. It has 64MB RAM, but 


ye Max comes with a decent soft- 
included are Corel’s WordPerfect 


et genssenaninpt 


strong storyline and different subject matter should turn the 


- Req uiem’s 
head of anyone remotely interested in 3D-gaming” - PC Gamer 


sic satis 


“Requiem is vyin Q 
than just a shooter) to be released this winter” - PC World 


= 


he best first-person games (it’s far more 


g to be one of 


You’RE ATI ATIGEL. 


YOUR TAME IS “MALACHI.”’ 


ee ee 


Fas 


Enter a 3D first-person action-packed epic of biblical proportions. Requiem: 
Avenging Angel™ places you in the role of Malachi, an Angel from Heaven (via 
the Church of Smith & Wesson) - sent to Earth to save creation from the wrath 
of Hell’s fallen demons. Blast through futuristic worlds, interact with unusual 
characters from all over creation, turn enemies to salt, boil their blood, or unleash PP i | 
a herd of flesh-eating locusts (and that’s just a small part of your angelic arsenal). www.3do.com 
It’s all in a day’s work for an angel with an automatic weapon. Get Requiem: 

Avenging Angel. Because without you, mankind doesn't have a prayer. 


sideWinder Precision Pro joystick and still 
keep the cost under a thousand bucks. 

There are many sub-$1,000 systems out 
there, but for gaming, you don't have to look 
far beyond CyberMax. (CyberMax; 800-345- 
8939; www.cybmax.com: street $980) 


IBM ESN 

IBM is no longer the consumer-PC behemoth it 
was in the early ’80s, but as far as its computer 
systems go, it’s stayed at the top of its game. 
IBM systems are known for their quality, perfor- 
mance, and reliability, but usually not for their 
low price tags. Now Big Blue has its sights set 
on the low-end PC arena, but can it bring in 
the same quality with a sub-$1,000 bill? Its 
initial efforts seem to ring in a definitive yes. 

The E3N comes with a compact tower 
that'll fit snugly either atop or below any desk. 
But this space-saving tower is a bane when it 
comes to upgrading, leaving the E3N with only 
one combo ISA/PCI slot available inside the 
cramped system (although you can upgrade 
its 64MB RAM to 256MB). 

lt does include a pretty full load, initially. 
Its 2MB of SGRAM video memory and the 
3D acceleration from its ATI Rage Pro Turbo 


Sub-$4,000 PC Features - 


Compaq 
Presario 2254 


IBM E3N 


card gave it good marks on our tests. It was 
second on the High-End Graphics and 3D Pro- 
cessing tests and third on most of the others. 

The E3N also performed well on the fps 
tests, coming in a strong third on all except 
the 800-by-600 resolution on Incoming. It 
didn’t have enough video memory to run 
Incoming at this resolution, so we weren't 
able to obtain any results. 

It has the largest hard drive of any system 
we looked at (6GB), and it comes with Crystal 
SRS 3D sound, but no speakers. Its software 
bundle isn’t extensive, but the E3N does come 
with the adequate Lotus SmartSuite and 
Symantec’s Norton AntiVirus. 

The ESN isn’t a hardcore gaming PC, but 
it’s a solid all-around system that performs 


IBM E3N 


IDOT.com 


well according to all but the highest of gamers’ 
expectations. (IBM; 800-426-7235, ext. 4340; 
www.ibm.com; street $999) 


IDOT.com 

The sub-$1,000 PC we obtained from IDOT.com 
exemplifies getting the most gaming PC for your 
money. Since this company can build a PC from 
the motherboard up to your specifications, it 
was able to turn in a kickass system at just 
under our price limit. 

With its Matrox G100 4MB video card and a 
12MB Voodoo II 3D accelerator, we expected 
it to perform well on our gaming tests. And 
that it did. It took first in the 3D Processing 
and High-End Graphics tests and, of course, 
stomped the other systems in the fps tests. 
With close to 40fps on Quake || and 35fps on 
Incoming (with only a slight decrease for 800- 
by-600 resolution), it’s almost unfair to make 
comparisons. But compare we shall, going to 
show that if your new (albeit inexpensive) 
gaming PC doesn’t come with a 3Dfx card, 
you should make sure there’s room for one. 

The 300MHz K6-2 processor was part of the 
force behind IDOT’s second-place showing in 
our CPU test (just after the CyberMax) and in the 


Techmedia 
MediaPro II Plus 
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Have You been to 


(the amazing new place to buy, sell, and collect) 


Welcome to the place where millions 
of people have already found success. 
The place where you can hunt 

through about half a million items, 
(that’s a lOt of Stuff!) 

where it’s always the fun of the auction, 
(YOU set tHe price!) 

and where you're dealing with someone 
who loves the same stuff you do. 


(who knows? 
You might make a friend!) 
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= Welcome to eBay. 
The online auction with 80,000 
new things to see every day. 
(you wouldn’t want to miss a day!) 

herr’s how 
you Get tuyere This is the one you’ve been hearing about — 
where millions of registered buyers and 
sellers get together to do business. 
(what are you waiting for?) 
—» www.-.eDday.com So try it out — because even if 
and click on | 
Computers 


you could find it somewhere else... 


what fun would that be? 


yoUr persona. trading COoywmunity”™ 


©1998 eBay, Inc. All rights reserved. Designated trademarks and brands are the property of their respective owners. eBay is not sponsored or endorsed by Apple, Inc. 


High-End Disk test (after the Techmedia). The 
gaming bundle to be included with systems like 
this has yet to be announced, but IDOT told us 
it'll include games optimized for the K6-2. 


IDOT 


The IDOT also comes with an Aztech Labs 
- Aureal 3D sound card and Altec Lansing’s 
ACS43 speakers. It only starts out with 32MB 
RAM, but there’s room for up to 384 megs. 

Even fully stocked, there’s upgrade room 
aplenty, with one ISA slot, two PCI slots, and 
one combo slot available. IDOT skirted under 
our $1,000 umbrella by leaving out a modem, 
but it’ll throw in a 56K internal for another - 
mere $33. In addition, you'll have to pay ship- 
ping charges, which’ll run you between $65 
and $75 for UPS ground (for a system with a 
19-inch monitor), about $95 for two-day, and 
$125 for overnight. 

Other computer manufacturers may 
complain that this is like comparing apples 
and oranges, but if you're looking for a gam- 
ing machine, knowing what to put in the 
core is what can make gaming taste so 
sweet. (IDOT.com; 888-388-4368: www.idot. 
com; street $999) 


Techmedia MediaPro Il Plus 

The Techmedia system looks good and tested 
well, but we had some problems with its design. 
First, the 1.44 floppy—drive’s eject button was 
missing. Whether it fell off in shipping or what, 
we don’t know, but that wasn’t the worst of it— 
the drive didn’t work anyway. 

Second, the CD-ROM drive hummed like a 
Shaken beehive when we first inserted a disc. 
After a while (the third or forth install from CD) 
the thunderous din softened to a low buzz, but it 
never completely went away. In addition, the 
CD-ROM drive is a car audio—style front “finger- 
prints here, please” load. And during our 
Quake |I installation, the software thought the 
24x drive was only a two-speed and almost 
didn’t complete the install. 

After we got past these glitches, we enjoyed 
the MediaPro II. It performed well on our tests, 
even garnering two high scores (FPU WinMark 
and High-End Disk WinMark), thanks to its 
266MHz Pentium II CPU. It wasn’t incredibly 
Speedy on the fps tests, but it was able to run 
all the tests (unlike the Compaq and IBM). 

It has a 4MB video card and 64-bit 3D accel- 
eration from Diamond Multimedia, as well as 
a 16-bit Sound Blaster-compatible card and 
3D Benwin speakers. It only has a 24x CD- 
ROM drive (the other systems have 32x), but 
that’s a pretty moot point since transfer rates 
make the difference rather negligible. 

The MediaPro II is easily upgradable, with 
three open slots (one ISA, one PCI, and one 
combo). It comes with 64MB RAM, which can 
be maximized to 256MB. 


‘Sub-$1 {009 Pe Performance 


Compaq 
Presario 2254 


IBM E3N 


As a PII, it’s the only system we reviewed 
with Intel inside. While it scored lower than 
the 300MHz K6-2s on our processing test, it 
scored much higher than the other 266MHz, 
the K6 in the Compaq. 7 

The MediaPro II includes a Microsoft 
bundle, complete with Works & Money (on 
the same CD) and last year’s Encarta ency- 


Techmedia MediaPro Il Plus 


clopedia. While it wouldn't be our first pick, the 
MediaPro II is a solid system that performs 
adequately at a great price. (Techmedia; 800- 
379-0077; www.techmedia.net; street $899) 


Draw Your Conclusions 
While sub-$1,000 PCs aren’t going to include 
the latest cutting-edge features, you can shop 
carefully and pick and choose the features that 
mean the most to you—both performance- 
wise and financially. Whether you buy off the 
shelf or have one built to your specs, you can 
find a gaming solution that fits your budget, 
and PC prices will continue to drop as they 
always have—meaning that whatever PC you 
buy now, there'll always be a faster, cheaper 
one coming down the pike! 


IDOT.com 


Order your 
sample issues today, by: 


Mailing the attached card 
Ordering online at 


Sending your order to: 
GamePro Magazine 
P.O. Box 55528 

Boulder, CO 80323-5528 


Be a GamePro with GamePro magazine. With each monthly issue, 
you'll find the hottest inside scoops, in-depth reviews and previews, 
and all the latest tips and strategies you need to stay one move 
ahead of the game. 


GamePro rates it all—everything from video, PC 
and online gaming to arcade hits and top gaming 
secrets. GamePro does all the work and leaves 

the play to you. 


aybiatie® 


So, don’t miss out on all of the latest gaming 
om oe. news! Send for your 

ee a. 7 os you’ve got nothing 
ee ae ae to lose and everything to win! 


the newsstand rate. If you decide not to 
subscribe, simply re-turn your invoice 
marked “cancel” and owe nothing. The 
sample issues are yours to keep—no 


matter what. 


The s00d, the bad, and the underdressed 


kay, I'l admit it. | used to be 
a man. 

Hey, don’t look at me 
that way—it’s not like I had 


a choice. Given the oppor- 
tunity, | would’ve been a 

woman from the start. But that’s 
t how the games were designed. For 
ade, the vast majority of electronic 
os—from knights-errant to ace pilots 
hroned royalty to post-apocalyptic sur- 
ivors to the bumbling janitor on the space 
‘station—were men. What if a girl like me 
wanted to play along? It was virtual-cojones 
time. Again. 

Now, some folks out there believe that the 
gaming industry’s biggest discovery in the last 
five years has been 3D hardware. Personally, | 
say it’s sex. At some point, every marketing 
exec in the game business snuck off to a super- 
secret underground conspiracy meeting to 
discuss future strategies. Spy mics reveal that 
the conversation went something like this: 
“According to market research, a large percent- 
age of our user population is composed of 
teenage males.” “Really? Excellent! These 
people have more hormones than a nest of 
randy weasels, and they’re willing to spend 
noney on pictures of sexy women!” “My 
d, we could be as popular as...as comics!” 
\nd so a new era was born. In the after- 
math of this marketing epiphany, where the 
runaway success of Tomb Raider solidified the 
fact that boys were willing to play girls, female 
characters began to pop up like well-curved 
prairie dogs in every genre of computer enter- 
tainment. Suddenly, a bevy of beautiful e-girls 
was everywhere—capturing the attention and 


disposable income of the gaming public. The 


| babeward trend continues to this day, with : 


“tive, quecmne knight, action hero, and even 
sinister villain. Thank you, teen boys! Your 


testosterone-induced spending habits have — 


achieved what countless letters from female 
players could not. (Now if only we can make 


ule today? Hmmm.. . Fly to India.. 
ing over the traditional roles of detec- 


Accessorized for adventure with an action backpack, twin .45s, and a slick pair of Docs. 


you believe that clothing is more interesting 
than a chain-mail swimsuit...) 

In the months ahead, retail software shelves 
will be full of intriguing women. Popular char- 
acters from previous series will try their 
luck against a wide variety of newcomers, 
all competing for the shopping dollars of 
holiday-minded gamers. And the most hotly 
awaited game girl of all is very likely Lara 
Croft, returning for her third installment of 
Tomb Raider action. 


Dressed for Success 

I have this mental image of Lara getting 
dressed in the morning. (So, | expect, do some 
of you, but mine doesn’t involve her sneaking 
out of my bedroom betore my mom can find 
her.) She pops open the closet in that palatial 
mansion of hers and ponders what to wear. 
“Let’s see,” she muses, “what's on my sched- 

. Recover a 
.. Get attacked by half the 


: es wildlife. She picks out a few helpful 


items, then sighs. “Oh, yeah, and sell a million 


— copies of my latest game.” With tears in her 


eyes, she returns the mosquito-netted hat, 


kevlar jacket, and combat pants to her closet, 
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then selects a pair of cutoffs and a spandex 
top. On the way to the air por t, she stops by 
K-Mart and buys a six-pack of D OC 
Off. Just another di 
try’s most controyvers 
Everyone seems to 
Lara. To the members 0} 
embodies all that is wron, 
today—the portrayal of wom 


scantily dressed for the amusement of 
cent male players. In the eyes of the oth 
camp, she’s a strong female role-model who 
just happens to have a really nice butt. Some 
consider her a cheap gimmick, placed in the 
game tor the sole purpose of racking up sales. 
Others point out the dust-encrusted scantily- 
clad-babe games which were far less successtul, 
(Cattight or Riana Rouge, anyone?) Some 
players see Lara as a welcome change from 
the traditional legions of male main char- 
acters. Others think she’s too cliched to be 
considered a true female role-model. If you 
ever want to start an instant argument, just 
mention Tomb Raider in mixed company. 
My own point of view? I’ll admit to enjoy- 
ing Tomb Raider I and II. (Hey, | read Gold 
Digger, too.) It’s always nice to see a strong- 


~ her own against men and 
monsters alike. But it'll be 
a sad state of affairs if 


beasts, fiendish traps, 
well-armed enemies, 
and ancient secrets, 


dry by wood ticks. 

+ Put some pants 

On, girl—you’ll 

last longer. 

To be fair, there are a 
number of games—such 
as Rainbow Six, Vigi- 
lance, and Quake II— 
where the female charac- 
ters are dressed almost as 
modestly as the men. But 
most of the time when a 

game’s protagonist is a 
woman, you can bet 
that the garb she’s 

squeezed into will barely cover her digitally 
augmented form. 


Elsa from 
Quest for Glory V 


Casting Call—Our Next Starlets 
Now, Lara is hardly the only action ace in. 
town. In fact, the weapon-wielding babe 
field has become pretty darned crowded this 
year. From the farthest alien world to the 
nastiest cult-infested ruin, you can’t swing a 
cat without hitting a would-be heroine. 
Enemy Zero’s Laura Lewis has the tough- 
est job of the lot. She’s the cocaptain of a 
deep-space ship, catching a few (years’ worth 


of) z’s in cryosleep while traveling to her des- 


— tination. In much the same way that nature 
ibhors a vacuum, science fiction seems to 
ike a peaceful spaceship full of sleeping 
humans. Accordingly, aliens have invaded 

the ship and killed a member of the crew. 
 They’re still skulking around, looking for 


: ale or ile “a 


willed woman wee can n hold: 7 
Lara survives ravenous 


“only to end up sucked 


more. Oh, and if this isn’t enough to qualify 


for Worst Day of the Millennium, Laura’s 
premature release from cryo has erased 
part of her memory. 

Now she’s trying to keep her crew alive, 
moving from room to room through alien- 
haunted corridors. Did I mention that the 
intruders are completely invisible? The only 


It’s a tattoo. It’s a health meter. Two 
treats in one decorate the chest of 
Trespasser’s Anne. 


way Laura can track them is by sound—an 
electronic sensor in her ear emits beeps that pin- 
point any nearby creature. Survive this mission, 
lady, and even Ripley will buy you a drink. 

If you’ve ever played a game called D, 
you've already seen Laura in action. She’s 
a new concept in game design—the digital 
actress. Laura from 
D and Laura from 
Enemy Zero are not 
supposed to be the 
same character, merely 
the same virtual person 
playing both roles. 
(Hey, Harrison Ford 
got to be both Han 
Solo and Indiana 
Jones, right?) The 
designer of both 
titles, Kenji Eno, 
wants to create a 
sense that Laura is a 
real person, thereby 
giving the player a 


Health 
sre ssame tomncnmnee 


Stamina = ? 
( 


out his different games. Four points for 
creative reuse of a babe. 

Trespasser’s Anne has the exact opposite 
problem from Laura, but it’s an equally 
nasty one. Anne can see her enemies just 
fine, but they tend to outweigh her by sev- 


eral tons apiece. Anne was on her way to a 
sweet little vacation in sunny Costa Rica, a 


a native New Yorker, but her 
n the way. Luckily for her, 


she survived. Unluckily, she washed up 
on John Hammond’s “dirty little secret,” 
Site B. It’s a great place to see triceratops 
and hadrosaurs in their natural habitat—but 
only if you’ve brought an industrial-strength 
bottle of Raptor-B-Gon. 

Now, Anne’s not exactly prepared for 
this sort of thing. She’s neither a trained 
commando nor a professional “guerrilla 
archaeologist.” She’s just an ordinary 
woman in a nasty situation. Fortunately, 
she’s quick-witted and resourceful, the sort 
of woman who won’t scream or faint when 
a T-Rex lumbers by. Supplied with weapons 
from the site’s limited arsenal, she might 
just make it long enough to be rescued. 
Aim for the eyes! 

Elsa Von Spielburg has giant-lizard trouble 
of her own. Quest for Glory V’s only female 
hero has her heart set on becoming King of 
Silmaria. In the real world, this would prob- 
ably involve a longish trip to Sweden and a 
variety of painful and embarrassing surgeries. 
In Silmaria, however, you merely have to 
complete the unenviable tasks of outwitting 
every male contender, solving an assassina- 
tion, repelling an invasion, forging a peace 
treaty, and single-handedly slaying a fire- 
breathing dragon. 


(¢2ePevas 


Dressed like this, Elsa’s the talk of the town in Quest for Glory V. 
sense of continuity and familiarity through- 


Fortunately, Elsa has a talent that her 
male counterparts lack—the ability to use 
ranged weaponry. | don’t know about 
anyone else, but if | were facing down a 
pyromaniacal lizard with hungry inten- 
tions, I’d want to be as far across the 
room as | could possibly get. You 80, girl, 
and save me a drumstick. 

A ranged weapon could be sisefuls in the 


hands of poor Red Lotus. The female hero 


of ere Dungeon has to dive right into 


the midst of a serious melee. 
In a momentary lapse of 
judgment, Red has appar-_ 
ently agreed to clear out | 
the world’s most danger- 
ous labyrinth and killa 
cantankerous old dragon. 
In terms of bad temp jobs, 
this pretty much beats the 
stuffing out of fast-food 
or assembly work. Now, 
Red’s no fool—she wants 


to survive her little mis- 
take. So she’s bringing 
: along a selection of fine 
weaponry (a little some- 
thing from the four 
Grim Fandango‘s 
Mercedes Colomar 


lead), plus a certain amount of armor. 


essential pain groups— 
fire, iron, wood, and 


How much armor? Well, there’s the prob- 
lem. Red’s male counterpart, Chaindog, gets 
a full set of plate mail and armored greaves. 
Lucky Lotus, on the other hand, ends up- 
with a strapl ‘ 


Of course, not every game girl wants to be 
an action hero. Who can blame them? The 
pay is usually uncertain, the hours lousy, 
and the medical benefits way overused. 
Some prefer to use their wit and charm 
to get what they want, rather than pulling a 
gun or a knife every time. 
If you’ve ever played a Gabriel Knight 

game, you'll be familiar with Grace Nakimura. 


siaart sa, bee walneal, Sanat tiae Grace should get 
top billing and let Gabe be the sidekick. = 


She’s the brains behind Shadow Hunter— 


armed with the common sense that Gabe 


should have, but doesn’t. If it weren't for 
Grace’s tireless research and unswerving loy- 
alty, the game’s main character would need 
to be bailed out of the dog pound after each 
full moon. She needs every scrap of ingenuity 
she’s got to help him solve his latest case, 
and she may have to turn on a bit of seduc- 
tive attitude, to boot. 

Good thing she’s got the figure for it. 
When you're up against desperate kidnap- 


pers, possible vampires, and Gabe’s peculiar 


notion of investigative techniques, you need 


leather bathing suit and ee 


Poor Red Lotus. One word: “chafe.” 
every advantage you can get. Just a note 
for future reference, though, Gracie. If he 
comes home furry again, call your agent 
and get a new gig. 

If Grace embodies the “power behind the 
throne,” Grim Fandango’s Mercedes Colomar 
epitomizes the “femme fatale.” In the finest 
film-noir fashion, Mercedes is a mysterious 
woman with a tragic problem who entangles 
the main character in a web of deceit and dan- 
ger. In the Land of the Living, Mercedes was 
a good person, worthy of a first-class ticket 
through the Land of the 
Dead. Unfortunately, 
someone has stolen that 
ticket and left her with 
a truly lame travel pack- 
age in return. 

For her sake, the 
game’s hero will wade 
neck-deep into crime, 
corruption, and afterlife 
black-marketeering. 
Now that’s true devo- 
tion, not to mention a 


really good argument 
for keeping two or three 
heroes around at all 
times. Just in case. 
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Some virtual vixens don’t go tor the “good 
gal” business at all. They'd rather toss the 
rules of society out a window and take the 
dark road to fame and fortune. Mercenar- 
ies, mad scientists, and mavens of mayhem, 
these sisters are not to be underestimated. 
‘Take SiN’s Elexis Sinclaire, for example. 
She’s a rogue biochemist with a reputation 
for ruthlessness and unexpected success. 
She also has a thing for skimpy red lin- 
gerie, but since she doesn’t battle with 
swords or face down rabid tigers, | guess 
we'll let it slide, Like all 3. 
evil geniuses, she’s taken 
a dysfunctional child- a: 
hood and turned it 
into a thriving career 


in soulless science. 
So what if she has 
to waste some 
human lives to 
bring about 
global evolution? 
Innovation is 
everything, right? 
Cackling quietly, 
Elexis locks herself 
In a corporate fortress 
and contemplates 
world domination, 
Outside, of course, 
mutants are crawling 
out of the woodwork. 
Coincidence? Accident? 
Alien conspiracy? Yah, as 
if. Now if you can just 
engineer a fat-free avocado, 
"Lexi, the world will beat. 
path to your door... 


Checking the 
Crystal Ball 
These great ladies = 
represent only a frac- SiN’s Elexis 
tion of the new breed Sinclaire 
of game girls. What’s in store for the 
future? More strong female characters, in 
various states of undress. Hey, as long as 
tough, independent, well-endowed women 
are helping to move product off the shelves, 
they'll be appearing again and again, And 
there’s no doubt that the Babe Marketing 
Philosophy is working. 

Ever hear of a game called Forsaken? 
Even if you haven't played it, you've proba- 
bly seen the ads. Each one featured a bare, 


a female computer voice, 
but no pretty lady! (Trust 
me on this one, folks— 
it’s a 360-degree shooter. 
The game rocks, but the 
girl’s not in there.) This 
is Babe Marketing at 
its weirdest, 

In addition, many 
companies are asso- 
clating popular 
performers | 
with their e 
virtual gals, 
adding a real-world ele- 
ment to the characters. Laura is voiced by 


At E3, the autograph line for the Forsaken model was as 
long as Brett Favre’s! 


tempting portion of female skin, complete 
with the game’s logo in tattoo form. On 
the actual box, her face was shown with a 


Jill Cunniff, the lead singer of Luscious 
Jackson. Trespasser’s Anne has the emi- 


single tear trickling down one cheek. After 

chatting with the folks at Acclaim, makers of 
Forsaken, I discovered that the woman in 
question has a serious fan following...that 


nently recognizable voice of Good Will 
Hunting’s Minnie Driver. And many 
other titles are boasting known Hollywood 
talent. It’s no longer just a trend—it’s becom- 


ing a tradition. 

This is the future of gaming, folks—they 
may still be underrepresented and they’re usually 
underdressed, but babes are here to stay. 


she was one of the most popular spokesmod- 
els at F3...that her ads helped sell an awful 

lot of Forsaken...and that she doesn’t appear 
anywhere in the actual game. What?? There’s 


Grrls in the Game 


Not only are female characters now a 
common sight in gaming, but so are 
their real-world counterparts. Studies 
show that an ever-growing number of 
women are logging on to enjoy the 
experience of online and multiplayer 
games. From the blackjack tables of 
virtual casinos to the blood-soaked 
arenas of death, you'll find determined 
girls with a competitive attitude. And 
guns. BIG guns. 

Why do they play? Good question. 
Most women indicate that they enjoy 
the social aspect of online gaming. 
Internet denizen Annie Marshall, a fan 
of persistent-world RPGs, says that she 
likes “games that make me think and 
challenge my ability to reason things 
out. [love being able to communicate 
with others and hunt together with 
them, | wouldn’t want to play an online 
game that made it difficult to contact 
others, and | wouldn’t want to play a 


game that made it too frustrating or dif- 
ficult to advance.” Realm-player Kim 
Rule agrees. “It’s easy to make friends 
just by hanging out in the same shop 
and shooting the breeze.” 

Alison Suttles, ~Trillian~ in the 
QeirlZ clan, explains why Quake is 
particularly appealing to female play- 
ers: “It’s the teamwork involved in 
Capture the Flag and Deathmatch 
games where you really have to work 
together to achieve maximum results. 
It’s the ability to take out aggression 
without repercussions. And there’s 
nothing more satisfying than fragging 
the butt off of your significant other or 
one of his friends.” 

She also describes the evolution of 
all-girl game clans. “There is a tendency 
(and this is a generalization) for mixed 
clans to see a female member as a noy- 
elty and not an asset. | wanted to join a 
clan where I would be an asset. And to 
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be honest, there’s some- 


thing in me that wants 
to say, “See? Women 
can do it, too.’” 
One word of 
warning, though, 
for you multi- 
player Romeos— 
if you run into 
someone with an 
obviously female 
name, like Suzie 
or Candy, there’s 
a good chance it’s 
a virtual cross- 
dresser. Most 
online women 
prefer to use 
gender-neutral 
names in order 
to avoid being 


The Princess from 
Revenant 


propositioned or 
harassed. 
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HEAD EXTREME DESTRUCTION ZONE 


Battle across 26 awesome combat arenas to collect over 200 Hedz 

all with unique abilities - some ballistic, some just downright bizarre - 
in this genre busting, surreally funny, full-on 3D game. 

So completely original... 1t will mess with your HED! 


See HEDZ @ www.HEDZ.com 
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Play “Match the HEDZ” game and win great prizes! jee 


© 1998 Hasbro Interactive Inc. All rights reserved. H-E.D.Z. (HEDZ) is published under license from VIS Interactive plc. H.E.D.Z. Head Extreme Destruction Zone is a trademark of VIS Interactive pic. © 1997 VIS Interactive plc. All rights reserved. 
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it was four years in the making. It has been the most anticipated game of all 
time. And it is like nothing you've ever seen - or played - before. Unprecedented 
graphics. Uncanny artificial intelligence. Unending community. Unmatched 
gameplay. And with Unreal level packs on the way, the Unreal universe will only 
get bigger ... and better. So what are you waiting for? Get Unreal. 


available. your local retail store 
rt. : : Order direct at www.gtstore. com or call 1-800-610-GTIS. 


Visit unreal. gtgames,com and get the: latest Direct3D and multi-player patches. 
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WHAT WE'RE PLAYING 


thes: 


The leaves have fallen, and that means football! We love 
heading out for games—but baby, it’s cold outside. Here’s 
what we're holing up with as the temperature drops. 


Making the PC Games A-List is the 


ultimate honor. If it appears here, 1 Madden NFL 99-» 
the game's not just good, it rocks. . 
For the complete rundown of every 


title that’s aced its exam, visit ? NHL 99 


www.pcgames.com/A-list. 
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Name Section Publisher 4 Shogo P| #: 
Shogo a ACHON 6... ... es: Monolith xy us 
Chessmaster 6000....... Boca ........... Mindscape 5 Need for Speed I I I *, 
Need for Speed seo res. Electronic Arts ‘ 
HOW WE RATE GAMES 
Madden NFL99.......... Sons Electronic Arts ere at PC Games we use a letter-grade system 
to rate games. Everyone knows what our grades 
NHL 99g Ss a eee ee Electronic Arts mean without needing an in-depth explanation or clever 
chart: an A+ is the best score possible and an F is a 
Caesar iil Strategy Clases complete bust. To give you a better feel for the overall 
eG ig ea quality of a title, we rate each game in six key areas. 
Pi : ; We also select a Game of the Month for each issue. 
Ultimate Racing eee ENA GONE eect a, Electronic Arts We review games when and only when the makers 
say they're ready for review. 
OUR FAVORITE A-LISTERS GAME of the MONTH: The PC Games Game of the 
: Month is the one title among the month's releases that 
Name Issue Reviewed Publisher stands out from the rest. While it's generally the best 
eee : overall game of the month, a game will occasionally 
Civilization bee ee une isoG.. MicroProse warrant this honor not because it’s the highest-rated 
game in the issue, but because it’s a standout in one 
Descent: Freespace Sea (September 1998)...... Interplay or more areas. 
GAMEPLAY: In a nutshell, how much fun is it to play? 
Duke Nukem 3D............ fy 1996)... GT Interactive This takes into aceeurbihe qualia Henametinian 
face and control scheme, and is weighted more heavily 
Master of Orion ea (March 1997) Cees MicroProse than other ratings in the overall grade. 
NOM... (June 199/)........... Shiny Entertainment GETTING STARTED: How much reading, studying, 
and hardware-tweaking are required before you can 
| ; Start to have fun? (The less the better.) 
Myth ee ee (February 1998)........ Bungie 
GRAPHICS: How advanced and attractive are the 
NASCAR 2. occcc cs. (March 1997).......... Sierra game's visual elements, and how well do they serve 
the game? If a game’s 3D-accelerated graphics are 
significantly different than its standard look, we offer 
Longbow oe. (February 1998)........ Electronic Arts separate grades. 


MULTIPLAYER: How much value will you get from the 
game's multiplayer element, if there is one? (N/A = not 


The Operational 


Art of War, Vol. 1......... (October 1998) ........ TalonSoft available) This rating takes into account ease of multi- 
player setup. 

Quake il Teer ek ee eo ee (March 1998) baw ew own sk Activision SOUND CHECK: How good are the game's sounds and 
musical score, and how well do they serve the game? 

inteal ...... 3k (September 1998)...... GT Interactive OVERALL GRADE: All in all, how strongly do we 
recommend the game for purchase? 

X-COM: Apocalypse ee (October 1997) ........ MicroProse 
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Outcast 


Unaccelerated beauty 


nfogrames Entertainment thinks Outcast 

is the same “next step” as their -Motion 

division’s Alone in the Dark game was 
upon its release. That game’s cinematic 
presentation and 3D characters and worlds 
are still influencing game development— 
just look at Resident Evil and the upcoming 
Grim Fandango. 

Outcast will introduce a voxel/polygo- 
nal engine to create a rich, 
detailed world in software— 
the game will run on a P200 


Water ripples and rolls incredibly 
realistically. 

MMxX with no 3D acceleration. The environ- 
ments are astounding. Voxels, essentially 3D 
pixels that aren’t CPU intensive, are used to 
create the terrain, which varies from grassy 
lands with undulating hills to swampy marshes 
to crowded cities. 

Polygons are used for all the buildings, char- 
acters, and creatures; and motion capture for 
human-type characters and animations for ani- 
mals make the world come realistically to life. 


Al realism 


Beauty would be nothing without interesting 
Al, and Infogrames is convinced it’s created a 
realistic life-simulator. Characters drink when 
thirsty, rest when tired, and have real-life reac- 
tions to you. 

“What we managed to do is program emo- 
tions, feelings like hatred, fear, panic,” says 
Francois Lourdin, senior product manager. 


[ 
rh 


You acquire a reputation based on how 
you are seen interacting with the characters. 
Complete a task for a merchant, he’ll reward 
with you other tasks, and other merchants 
will warm to you. Kill a merchant in a 
crowded market and others may not inter- 
act with you at all. 

The guards in the world of Adelpha com- 
municate via voice, and they display realistic 
techniques when trying to 
hunt you down. They’! 
run and get backups, and 
split up and circle around 
obstacles to attack you 


from different flanks. The 


ilar intelligent behavior. 


The story 


Outcast’s setup is that a professor has proved 
the existence of parallel worlds, and a probe 
is sent from a secret US lab to one of them. 
You witness the probe’s destruction, which 
creates a matter/anti-matter reaction that 
results in a black hole on Earth. The US 
government Is sending three scientists to fix 
the probe, figuring that would stop the 
ever-expanding black hole from completely 
swallowing the planet. You, as ex-Navy SEAL 
Cutter Slade, are the escort. 

Instead of landing on a grassy plain as 
observed from the probe, you’re in a dreary 
brown land. The scientists you’re supposed to 


Cutter Slade battling guards (they always 
wear yellow) outside a temple. 
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land’s monsters display sim- 


by Willem Knibbe 


A . 


A fight near the portals shows off 
Outcast’s weapon effects. 


protect are nowhere to be found. Thus begins 
your adventure. . 

The city of Okriana serves as the hub to the 
land’s six continents, and the nonlinear games 
measure your adeptness with the controls so 
that you’re not given tasks you can’t complete. 
You'll slowly learn about this parallel world: 
the Talan race’s language, conventions, and 
strict social order, and the mythology that 
forecasts a savior coming from the sky to 
free them from oppression. 

You can play the game with a savior men- 
tality, or you can “completely Rambo it” and 
shoot everyone in sight, Lourdin says. Of 
course, take that approach and you'll find it 
rough getting help needed to solve puzzles. 

There’s a nice selection of upgradable 
weapons and toys to add strategic dimensions. 
Use X-ray goggles to observe guards’ patrol 
routes before stealthily entering a locale. 
Invisibility and a moving hologram can con- 
fuse enemies and let you set up an ambush. 

One potential stumbling block for the US 
audience might be the game’s foreign flavor. 

“It’s very European,” Lourdin says. 
“The ending is terribly surprising. We 
don’t have a nice, ‘you’re a handsome SEAL 
saving the day and returning home to kiss 
the wife’ conclusion.” 


OUTCAST 


PUBLISHER: Infogrames Entertainment 
Wes: www.outcast-game.com 
AVAILABLE: March 1999 
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Time travel is proving to be a bitch. Lemnos Isle, The Catacombs 
of Athens, The Acropolis, The Parthenon -- all intested with 


hideous reminders of our mythical past. Lay history to rest. 
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Planescape Torment and | 


Inside the Interplay RPG factory 


nterplay’s RPG division goes by the name 

of Black Isle Studios, and, judging from 

Our visits to its Irvine, California, offices, 
it seems to suit them well. The hallways are 
narrow and twisting, like a good dungeon, 
and the offices are packed with treasures from 
the history of fantasy and role-playing games. 
You almost feel like you should have a torch 
in hand when exploring the place. 

Some of the most anticipated RPGs of the 
year are coming from this development dun- 
geon, among them Fallout 2 and Baldur’s 
Gate. Two recently announced titles take Black 
Isle a few steps further in its quest for the next 
must-have RPGs. 

Planescape Torment is modeled after the 
Advanced Dungeons & Dragons campaign set- 
ting Planescape, the brainchild of design genius 
David “Zeb” Cook. If you played AD&D, you 
owe a large debt to Cook, TSR’s senior designer. 

Planescape’s design allowed Cook to craft 
a bizarre and exciting look at otherworldly 
planes in which anything could happen: cities 
of infinite and infinitely changing possibilities, 
fortresses built from regrets, the Abyss where 
chaotic evil rules... 

Cook has now brought his talents to Black 
Isle to help realize the translation of Planescape 
into Interplay’s upcoming RPG Torment. “It’s 
not a traditional role-playing setting,” says 
Cook. “When I was senior designer [at TSR], 


The Baldur’s Gate engine, zoomed in and 


refined, powers Planescape Torment. 


they let me sort of go off and do 
all this weird stuff with it, and I 
let it run in all kinds of strange 
directions.” 

The result is an RPG unlike 
any other in concept and focus. 
Torment casts the player as a 
dead man...who realizes he can’t 
die. Your character is more or 
less a zombie who cannot be 
killed, but who is instead forced 
to start anew without any old 
memories each time he suffers a 
“death.” The catch is that all of 
your old foes still remember you. Your task 
is to wander the fantastic planes in search of 
your destiny, and your choices and actions 
throughout the game will determine what out- 
come you'll reach. 

General strangeness is the order of the day. 
Your sidekick is a floating skull who cracks 
wise at every opportunity. He also remembers 
your many pasts and can offer advice from 
time to time. You'll pick up party members 
to help you accomplish the quests you want to 
pursue. Ultimately, Torment resolves itself in a 
revelatory moral conclusion that will strike 
deep at the heart of your character—and, 
the Black Isle team promises, it will send you 
racing through the game again to see how dif- 
ferent moral and philosophical choices would 
affect the outcome. 

Also announced recently was 
Interplay’s acquisition of Mordor IL, 
the sequel to a hugely successful 
shareware RPG dreamed up by 
David Allen of VB Designs. VB has 
come a long way since its shareware 
dungeon-crawl, and it has now 
allied with Interplay to produce a 
mass-market release for the sequel. 

Mordor II is an online game 
designed for multiplayer coopera- 
tive dungeon work. It stresses 
simplicity and hopes to find a 
large following with bread-and- 
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By Daniel Morris 


in the online tavern. 


butter RPG fans who’ll appreciate the back-to- 
basics approach of its Wizardry-style gameplay. 

Games will begin at a tavern where adven- 
turers form parties and receive quests. Then 
it’s down into the OpenGL-rendered dungeon, 
where all manner of nefarious beasties await. 
Tons of spells, races, and character classes 
won't bog down the more basic approach of 
the game, its producers promise. The Interplay 
chiefs stress that a large part of Mordor’s 
appeal was its homey, “I made this in my 
basement” feel. Mordor II offers an opportu- 
nity for Interplay to get its feet wet in the 
online-only RPG world. 

A Black Isle staff that lives, eats, and 
breathes fantasy is tackling these two new 
titles with supreme enthusiasm. As fans clam- 
oring for Fallout 2 and Baldur’s Gate will 
tell you, that kind of enthusiasm promises 
great role-playing ahead. 


PLANESCAPE TORMENT 


DeveLoreR: Black Isle Studios 
PUBLISHER: Interplay 

Wes: www.blackisle.com 
AVAILABLE: Spring 1999 


MORDOR II 


Black Isle/VB Designs 
Interplay 


DEVELOPER: 


PUBLISHER: 
Wes: www.blackisle.com 


AVAILABLE: Christmas 1998 
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The Lionhead Diaries, Part VI 


Steve Jackson continues his chronicle of life at Lionhead, a small development house working on 
Black & White. This month, the mayor pays a visit, and they get a new artist. 


eter [Molyneux, Lionhead founder] 

had been invited to give a speech at 

Guildford College. This annual 
Paragon Lecture was a prestigious affair, 
always given by a local celebrity and at- 
tended by Guildford dignitaries, including 
the mayor himself. 

A week after the event, Peter got a letter 
from the mayor that read: “Although I have 
some misgivings about the desirability 
of people spending a large portion of 
their lives staring at a computer screen, 

I nevertheless respect and admire your 
achievements. I would be pleased if you 
would let me know whether you consider 
a short visit would be possible.” 

Actually, we felt kind of honored that the 
mayor wanted to come and see us, so the visit 
was arranged for the following week. And so 
it was that the Mayor of Guildford, complete 
with gold chain and medal of office, arrived 
on Lionhead’s doorstep on Tuesday afternoon. 

Peter ushered him round, introduced him 
to everyone, and attempted to explain in lay- 
man’s terms what we were doing. Remember, 
here was an elderly civil servant who proba- 
bly still thought the single-lens reflex camera 
was a pretty neat thing. But even mayors can 
appreciate pictures. So we’d told the artists 
to make sure they had their most impressive 
creations on their screens for the visit. 

At that time our hippie artist Mark Healey 
happened to be working on the animated 
hand that would be used to cast spells in 
Black & White [previewed in PC Games’ 
September issue]. I should point out here that 
you never know what you might find on 
Mark’s desk. It’s his “temple.” He has a 
prayer mat, a pair of ju-ju bead maracas, lots 
of plants, stones stuck all round his monitor... 


Hand in Glove 
But today it was Mark’s Peruvian llama- 
wool glove that would make this visit 


Mark Healey testing his power glove. 
especially memorable. The mayor approached 
Mark’s monitor, which displayed the 3D 
hand he’d created. 

He peered over Mark’s shoulder. “Ah. A 
hand. And what does this do?” 

“We're, like, working on a new way of 
actually controlling the game,” said Mark. 
His left hand emerged from under his desk. 

Peter’s jaw dropped. Mark was wearing 
the llama glove. And he’d carefully 
rigged up a length of speaker wire. 
One end disappeared in the gen- 
eral direction of his PC tower. The 
other end had been stuffed up 
inside the glove. Mark continued: 

“In the game you'll, like, use 
this hand to cast spells. Just like 
a real wizard. You can control the hand just 
like your own. Watch...” 

Mark wiggled his fingers in the glove while 
secretly hitting a key to start the hand anima- 
tion running. The result was actually quite 
convincing. As his gloved fingers waggled 
about, so did the fingers of the onscreen hand. 
This was all too much for Jonty Barnes who, 
from across the office, let out an involuntary 
snort, which he then covered up quickly with a 
cough. We held our breaths. 

“Fascinating,” the mayor said. “It’s amaz- 
ing what computers can do these days.” We 
all heaved sighs of relief as he moved on. 

Artists. Don’t you just love ’em? 
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Prince of Wales 
Our latest artist was a wizard from Wales 


called Christian Bravery. Christian had 
impressed us all with his portfolio of sketches. 
He was an experienced pencil and pen-and- 
ink illustrator, having worked previously for 
2000AD (a well-known British comic famous 
as the source of the Judge Dredd character). 
However, drawing onscreen was new to 
him. Normally, you wouldn’t risk employing 
someone as a computer artist who’d done 
very little on computers. But Christian was 
genuinely keen to go digital. And his work 


was so impressive that we decided to give him 
the job straightaway. 


Christian Bravery, inset, works on 
concept sketches for B&W as he makes the 
transition from paper to PC, 


Christian is one of those people with a 
hundred and one amusing anecdotes to tell. 
Take him down the pub, buy him a couple of 
pints, and he’ll keep you amused for hours 
with stories of wild and crazy people he’s 
known in Wales. 


NEXT MONTH: The design doc. 
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The Future is in Your Hands 

Lead an empire from primitive beginnings 
into the stunning sci-fi future of 3000 AD. 
Every decision you make has repercussions 
on your future world. Will you rule a grim, 
industrial jungle or a utopian society? 


Not All Wars are Fought on the Battlefield 
Add to your lethal military might with uncon- 
ventional types of warfare, such as economic 
attacks or religious conversion. A variety of 
units, buildings, governments, wonders, and 
research options are at your disposal. 


Civilization: Call to Power © 1998 Activision, Inc. Activision is a registered trademark and Call to Power is a tre 
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Discover Who Among Your Friends Will Rule 
Go head-to-head in multiplayer world-building. 
But remember — in war, even friends can 
become enemies. A nanovirus you release 

in one opponent’s city may spread to others, 
leading you into a war with an unintended party. 


1, Ine. CIVIL 
ffiliated 


ION ee er games 


respective owners 


i 
JUnit 


i 


ati 
‘dan wee 
i 


ia 


mT i 


i 


i 
wean) ag 
MATH LT 
1 a 
(VLU ETT TTT ET 
Au gr AR 
HAM) 
(TAPE a Tt 
fl 
ni 


mit 
i 


ill 
IM 
PI AGOn 
meio Nh 
Mit (1 
i 
(thar 


Yu 
HV a 
Mii 
luni 


bj)" 
ey 


etn 
rie 


luauuisrti 1 ttyl 
nun TT 


wt 


ne 
MACH 


Mi 
nll 


in" Mh" 
a 
eae 


wt iILI I) 


mt 


ZATION 


CALE AIO POWER 


www.activision.com 


‘ae 


Rei 
mi 


WNT 
TSP ALA a 
THAAD 


\) 
{i li 
wu 


MUR 1 
wy uu) At 
AEE 
(1) TRE AHAy 
HAT 
no 


W AOU 
my i mit yat 
MMs Mu 
MN 


NM} 
Ata 
ce 


a 
1 ee Hut 
Oa 
0 f mi 


CAAT 
ica" 
a 0 
Sn Hi 
ASUS) Ath bi 
Hi iu) i iu nit 
iA iy 
mt nf i Bai mi 
ih if A 
‘i meme 
ATMA iy, HUahi 
oo SRT RT 
si 
su 


REA im 
le 


CHa sta 
ml en Re 

EP Ail hy 
Hi) pi 


arent 
aes, 13 


ACTIVISION. 


_ the PlayStation version for years—this is its 
PC debut) also used three different 
- models for the poly players, so line- 


_ are bigger than wide receivers. Yes, that’s 


GAME OF} 
THE MONTH 


hey finally got it right. After two years 
of mediocre Madden on the PC, EA’s fi- 
nally created a football masterpiece that 
lives up to the high expectations it created with 
such stellar sports franchises as NHL and FIFA. 

Madden is visually stunning (the game, not 
the guy!). The animations—more than 300 new 


- ones—are excellent, from the stutter-step juke 


to diving tackles to the one-handed pass catch. 


/ Even better, they’re always appropriate. You 
don’t see defensive backs leaping for passes that 


are at their feet or running backs high-stepping 
when they’re about to get crushed. 

What this version does better than any other 
is capture football’s nuances. It’s the simple 
things—players in the huddle adjusting shoulder 


a ~ 3 


Terrell Davis got crushed so hard on this 
play that he fumbled. 
pads or removing mouthpieces, linemen ap- 
proaching the line of scrimmage and settling 
into their stances, the holder spinning the ball 
laces out for the kicker, referees making the 
appropriate hand signals when calling penal- 


ties. You feel like you’re watching real athletes 


in the real stadium. 
Developer Tiburon Entertainment (who did 


backers are bigger than running backs 


a generalization—thought was put into 
which player got what model. 

The Madden team has always, 
had a feel for good gameplay, 


and this year’s is no exception. wa 


It’s fast and hard-hitting, and you’re 


at 


required to employ true-to-life football strate- 
- gies. The game understands every football 


By Willem Knibbe 


Those not ready for the big 
time can get help in this game: 
Madden explains football strate- 
gies on a separate disc, One-Button 
mode gets you into the basics, and 
Arcade mode features Blitz-like big 
hits (see the toss move below) and 
a limited selection of plays. 

So the complete package has 


something for every football fan, 


tundra of Lambeau Field. 


rule and enforces it correctly, and the Al is as 
smart as a coach. It calls time-out, goes for the 
two-point conversion, and mercilessly milks 
the clock when it should. 

And now there’s a whole new level of depth 
and addictiveness. If the game’s 600-plus plays 
aren’t enough for you, create your own. Admit- 
tedly, the play editor is somewhat limited: you 
don’t just freeform-draw pass routes or running 
plays on a chalkboard. You're given a selection 
of over 40 different routes to run, and then 
you assign pass-blocking schemes and deter- 
mine how far back the QB drops to throw. 

The sim aspects are much improved. You 
can create a player or even a team, enter Fran- 
chise mode to guide your team through 15 
seasons, trade players while adhering to the 
salary cap, and more. While EA’s going in the 
right direction with Madden’s sim features, there 
are flaws—you can’t adjust difficulty levels or 
length of quarters in Season or Franchise 
modes, and you can’t enter the latter with a 
— team you've created. 

S Multiplayer remains 
Madden’s forte. Same-PC 
and LAN games worked 
flawlessly and taxed our 
football-strategist minds. 
While there is TCP/IP play, 
we weren’t able to make 
it through a half without 
| crashing. EA recommends 
¥ that low-bandwidth players 


stick to coaching mode. 
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Jerry Rice beating the double coverage on the frozen 


__ as long as you have the hardware. _ 
And when you’re listening to 
Madden and Pat Summerall’s ex- 
panded and appropriate | 

commentary, watching the highly 
detailed players make the plays as pads pop, 
and hearing players yelling and the crowd 
getting loud, you feel like you’re right there. 
It’s the most beautiful, realistic, and deep rep- 
resentation of football we’ve seen on the PC. 


GAMEPLAY: 
GETTING STARTED: 


GRAPHICS: 
3D ACCELERATED: 


MULTIPLAYER: 
SOUND CHECK: 


MADDEN NFL 99 


Tiburon Entertainment 
Electronic Arts 

800-245-4525 

Wes: www.easports.com 

Requires: P166 MMX with 3D card, P200 
without, 16MB RAM, 20MB HD, 
8x CD-ROM drive, DirectX 6.0 


Devetoper: 
PUBLISHER: 


Recommenoeo: Pll 300, 64MB RAM, 
100MB HD, 16x CD-ROM drive, 
gamepad 

Street Price: $40 


8 VY Madden himself deigned that every- 
one going for it on fourth down all the 
time wasn't acceptable. If there's more than 2 minutes 
left in a half, it’s 4th and 2+ yards to go, and you're 
outside the red zone, you will get stuffed in All-Pro and 
Madden modes. W When creating pass plays, it’s 
tempting to send everyone out on a pattern. Keep a 
back or the tight end in to block, or you'll get sacked 
a lot. W High-step it into the end zone by hitting Jump 
when inside the opponent's 20. W Directional passing, 
not mentioned in the manual, is in the game. While the 
thrown ball is in the air, Left on the D-pad will lead a 
receiver left, Up on the D-pad will add distance, Down 
is an underthrow, and Right will lead him right. W Alt-C 
captures screenshots if you're using Direct3D. 
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¢ The most realistic PC ¢ Over 60 of the top WCW ¢ Signature and finishing 
wrestling game ever! and NWO superstars | moves, taunts, and rants 


nore than you can handle ins 


Ses 
WCW Nitro © 1998 World Championship Wrestling. Inc. A Time Warner Company. All rights reserved. WCW™ and NWO™ are trademarks of World Championship Wrestling. Inc. All characters depicted. are trademarks of or used under License to World Championship Wrestling, inc. All rights reserved. THO TM 1998 THQ INC. 


Jeff Gordon is pushing NASCAR racing to the extreme — shattering records and winning races at an 
electrifying pace. And now, he’s climbing into the drivers’ seat of another lifelong passion: gaming. But 
as co-designer of Jeff Gordon XS Racing, he’s putting more into the game than just a name. Instead, 
Jeff is creating a unique and exciting racing experience unlike anything you’ve ever seen. An extreme 
racing experience that takes you into the future of speed, and leaves all other racing games behind. 


a Developed by ASC Games™ is a trademark of American Softworks Corporation. © 1998 American 
° ® RTS. Softworks Corporation. Jeff Gordon® XS Racing™ is a trademark of American Softworks 
Windows® 95 Real ¢ tA IM Corporation. © 1998 JG MotorSports Inc. Developed by Real Sports. ® PepsiCo, Inc. 1998 
titer oe pelt a © 1995 PEG Limited Partnership and PEG 97 Limited Partnership. Windows® 95 is a 
p C C D « R i M registered trademark of Microsoft Corp. The ratings icon is a trademark of the Interactive 


Digital Software Association. All rights reserved. 
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Welcome to Nanocorps, where you'll soon discover the benefits of being small. You’re quick. 


Agile. You can fly under the bathroom door. And best of all 


Get Smait. Tuen Get Even. 


Forages 10 te Adult © www.nanotainment.com © For more inform: 


© 7998 Nanotainmment L.L.C. All rights reserved. Nanotainment'™ Fly Hunter.’ and Nanocorps' logos are trademarks of Nanotainment.!™ All other trademarks and trade names are properties of their respective owners, 
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ust when you think you’ve made it 

out of the epicenter of Quake II, 

here comes another tremor. This 
time it’s Ground Zero, the second Quake II 
mission-pack. The storyline is typical: take 
out the Strogg’s new weapon, the Gravity 
Well, before they use it to suck the human 
race right out of existence. 

Ground Zero was developed by Rogue 
Entertainment, the force behind the second 
mission-pack for the original Quake, so they’re 
not newbies to this stuff. And they do a pretty 
good job of innovating while remaining true to 
the original, with 14 single-player levels and 
10 well-designed deathmatch levels. The new 
levels, weapons, and enemies offer us faithful 
Quakers something unique, yet in keeping with 
the QII we know and love. 

The ETF Rifle gives you a rapid-fire, armor- 
piercing mowdown. The Prox Launcher 
(which looks like the grenade launcher with 
construction paint on it) lobs out proximity 
mines that explode when anyone—including 
you—gets too close. And the Plasma Beam 
gives you concentrated death, kinda like hold- 
ing a magnifying glass over an anthill. 

The most exciting addition (at least for 
us Doom freaks) is easily the arm-mounted 
chainsaw. Glorious flashbacks of limb-rending 
carnage ensued. 

The new bad guys are nothing to email 
home about. Well, the new Medic Com- 
mander Is a serious pain, reanimating dead 


comrades and being harder to kill than the 
Medic. The Daedalus, the upgraded version 
of the flying Icarus, now has a power screen 
to block your frontal attacks. And the 
Carrier is heavily loaded with armor and 
weapons and loves to ’port in flyers to mess 
you up. But they’re all more annoying than 
deadly once you get their moves down. 

The AI hasn’t improved too much. Sure, 
you'll have more problems with grunts 
making clever ducks to evade your killing 
blows, but for the most part, it’s dodge 
behind cover and keep popping back out 
until you wear ’em down. 

Surprisingly, the creatures with the best 
attack sequence are the Stalkers, spideresque 
critters who can drop down on you from ceil- 
ings and then jump from floor to ceiling to 
avoid your attacks. You’ll learn to recognize 
their screechings quickly—or you'll be fodder. 


( Ground Zero for Quake II 


By Joel Strauch 


The sound effects aren’t as good as those in 
Reckoning, the first QII mission-pack. And the 
techno soundtrack is good, but sub par when 
held up against Trent Reznor’s intense score 
for the original Quake. 

But none of this matters as much once 
you’ve taken Ground Zero out on the Net. It’s 
not the new weapons that make multiplayer so 
much fun (although chopping a foe with the 
chainsaw makes for a well-earned frag). It’s 
the extras. The first time you watch (from your 
sideways-on-the-floor view) your Hunter or 
Vengeance Sphere track down and erase the 
fiend that somehow managed to take you out, 
you'll laugh from beyond the grave, respawn, 
and be plenty wary of what’s floating around 
other players’ heads. 

There’s also the Doppelganger, which 
presents a decoy image of you to draw fire 
away while you get a bead on the enemy. 
The Anti-Matter Bomb is the fastest way 
to clear a room, and Double Damage, when 
used in conjunction with Quad Damage, 
will fulfill any megalomaniacal desires. 

Most of these were borrowed from Quake 
mods floating around the Net, but that’s 
cool—they were damn fine ideas in the first 
place, and it’s good to have a bunch of them 
in an organized and inexpensive package. 


GAMEPLAY: 
GETTING STARTED: 


GRAPHICS: 
3D ACCELERATED: 


MULTIPLAYER: 
SOUND CHECK: 


OVERALL 


Not groundbreaking, but more 
than zero. 


Rogue Entertainment 
Activision 

800-477-3650 
Wwww.activision.com 

P90, 16MB RAM, 150MB HD, 
4x CD-ROM drive, Quake II 
P133, 24MB RAM, 3D card 
$30 
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Look up. Death comes from sky 
and ceiling quite often in single-player. 
Aim low—the Strogg troops love to duck your 
first attack. ‘W In deathmatch, use the Prox Launcher 
to cover a retreat—but don't get the mines too close 
together or they'll set each other off. 
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Reader Survey 


1. How did you obtain this copy of PC Games? 
LY Bought on newsstand 
L) Subscribed 
L) Given to me 


U) Other 


2. Which part of the magazine most influenced you to buy this 
copy of PC Games? (Please “x” one answer only.) 


L) The cover image 

_) The words on the cover 

_) The contents of the CD-ROM 

LA specific game review 

L) An exclusive story on a particular game 
_) Hardware information 


LJ Other 


3. What actions have you taken as a result of reading this issue of 
PC Games? (Please “x” all that apply.) 


LJ Purchased a product based on a review or article 
J Purchased a product based on an advertisement 
LJ Requested more information about a product 

LJ Visited a store/retailer to see products 


LJ Recommended products to or discussed products 
with someone else 


(J) Entered a sweepstakes or contest 
L Ordered a product online 
L) Visited a company’s Web site 


4. About how much time did you spend reading or looking at this 
issue of PC Games? 


J Less than 30 minutes 
LY 30 to 59 minutes 
LJ 1 hour to less than 1 1/2 hours 


LJ 1 1/2 hours to 2 hours 
(J More than 2 hours 


5. Please check how thoroughly you read each of the following 
articles/sections of this issue of PC Games. Then let us know 
how you would rate each article/section. 


Didn’t Read Read Half 
Sub-$1,000 PCs feature 
X-COM feature 

Holiday Gift Guide feature 
Babewatch Feature 

Game Wire News 


Previews 


Reviews 
Technobabble 


Lionhead Diaries 


Three-Dot Buzz column 
No Escape column 

End Game column 
Face-Off column 
Incoming! (letters) 
Bookmark This 

Cheats 
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6. What would you like to see added to PC Games? 


Haven’t seen it Played half the demos Played all demos 


PC Games needs you! Please take a few minutes and tell us what you think of each section 
of the magazine. Your opinion matters—you can help PC Games become an even better 
magazine. Everyone who sends a completed survey will automatically be entered into a 
random drawing to win one of 50 PC Games T-shirts or one of 10 PC games! 


7. Which of these publications do you read regularly— 
at least 3 out of every 4 issues? (Please “x” all that apply.) 


_) Computer Games Strategy Plus _) GamePro 

) Computer Gaming World L) PC Games 

LY Electronic Gaming Monthly (EGM) L) PC Gamer 

L) Cyber Gamer L) PC Accelerator 


8. What is your age? L) Under 13 UU) 13 to 17 
25 ta 29 L) 30 to 34 (35 to 39 


L) 18 to 24 
J) 40 or over 


9, Are you: L) Male WU Female 


10. Please rate the following genres. 


Love it Somewhat interested Hate it 
Action a Q a 
Adventure UW) _) L) 
Real-time strategy I) L) UO 
Turn-based strategy WW J L} 
Racing sims a = LJ 
Flight sims W UW U 
Other sims (SimCity) _) = 
RPGs a L) a 
Sports = a L) 
Online only = = ) 


(Optional, but required for a chance to win a prize) 


Name 
Address 
Pes | a 


Daytime phone ( 


When you have completed this survey, mail it to 
PC Games magazine, 501 2nd St., Ste. 500, San Francisco, 
CA 94107, or fax it to (415) 975-2618. 


Surveys must be postmarked by December 15, 1998. 


Your Rating 


Read Entirely Average 
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Average 


L) _] 


Postage 
Here 


rr 


Terr rnostster ee 


Reader Survey 
501 2nd St., Ste. 500 


San Francisco, CA 94107 
Attn: Marketing Department 


(Fold Here) 


Don’t forget to send us your answers for your chance to win one of 
50 PC Games T-shirts or one of 10 PC games from our prize vault! 


Respondents wishing to enter for a chance to win a prize must return a completed 
questionnaire and include their name, address, and daytime phone number. 


All winners will be chosen by random drawing from all completed surveys postmarked 
on or before December 15, 1998. Winners will be notified by phone or mail on or about 
January 14, 1999. No purchase necessary. Void where prohibited by law. 


Thanks for your participation. 
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Shogo: Mobile Armor Division 


Anime in the USA 


emember Face/Off, where we had 
John Travolta acting as Nicholas 
Cage acting as John Travolta? Not 
many people could’ve pulled it off, and the 
overall effect was marvelous and even humor- 
ous, if a little creepy at times. The same could 
be said of Monolith’s Shogo: Mobile Armor 
Division, a first-person paean to the wonky 


worlds of Japanese anime. 

It’s a slightly Americanized spin on a Japanese 
genre, but Monolith nailed it—they even got 
the quintessential Bad Japanese Pop Band to do 
the shrill, cheesy music for the opening movie. 
The idea was to let every Mech-head, otaku, 
and science-fantasy fan in the creative ranks of 
Monolith go nuts. They filled a class-A shooter 
with Macross/Evengelion transformations, 


Once you see the guy you want to shoot, 


zoom in to see where you want to shoot him. 


neon cityscapes from Blade Runner, and the 
kinds of story elements that only the Japanese 
have hitherto had the nerve to employ—the fact, 
for example, that you’ve lost your girlfriend in 
the war, and now you’re dating her sister, and 
your commanding officer is their father, and 
this all somehow becomes a plot point. As the 
protagonist notes in the game’s prelude, “It’s 
kind of complicated.” 

The lengthy plot of Shogo’s single-player 
game alternates between two broad styles of 
mission: those where you’re on foot, and those 
in which you command several-stories-tall 
mecha—er, excuse me, “MCAs.” The play 
styles have functional similarities. Both, for 
example, have a nifty zoom-in sniper feature 
that trades rate of fire for accuracy. 


By Chris Hudak 


Within these two general mission 
types is everything from open- 
wasteland, powered-armor brawls to 
inner-city, try-not-to-step-on-the- 
explosive-parked-cars MCA clashes 
to desperate, squad-level base in- 
filtrations. One mission set in a 
martial-law slum has you rooting 
through a rotting warehouse with a 
squeak-toy (I’m not kidding), look- 
ing for some old lady’s cat (I’m still 
not kidding). 

This game’s packed with those 
elusive, golden Nice Touches that 
make good games great. In open-terrain combat 
zones, clouds overhead cast shadows that creep 
and warp across the ground, and a well-timed 
look into the sky will reveal 
troop-transport ships descend- 
ing into view through the haze. 
Key points in various missions 
trigger bits of personality from 
your character. (A hotel man- 
ager’s macho “Hey, don’t 
make me call security!” is 
immediately countered with 


your annoyed “Hey, don’t make me shoot 
you!”) And the urban environments, while a 
tad angular, have an awe-inspiring sense of 
size and are dotted with all manner of signs, 
in-gags, and visual references. 

Not to imply that Shogo’s realistic, because 
it’s not. Like the best anime, it’s joyfully ludi- 
crous. Your lumbering, four-story, heavy MCA 
can, on the run, transform into a nimble hover- 
craft before you can say “Beta Capsule.” 

There’s a formal anime rule that Bigger 
is Better, and laws pertaining to mass and 
inertia have been cheerily chucked out the 
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Shogo has larger-than-life explosions. 


window. The same sort of enemy MCA 
that just did a sprightly little soft-shoe be- 
tween two buildings will later tote a gun 
the length of six Mac trucks end to end, with 
no apparent weight-distribution difficulties. 

Of course, your MCA has an appropriately 
huge sword (in case that TOW rocket-launcher 
you’ve been schlepping doesn’t do the trick). 
And for some bizarre reason, scoring a “criti- 
cal hit” on enemies instantly increases your 
capacity to take damage. Dramatic as hell, but 
ludicrous. Shogo should bring a smile to any 
anime fan’s face, but even the Japanimation- 
ally challenged will find a solid, slick shooter 
with tons of replayability. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 
MULTIPLAYER: 
SOUND CHECK: 


An excellent shooter set in an 
Americanized anime world. . 


Monolith 

800-241-4263 

Wes: www.lith.com 

Requires: P166 with 3D card, P233 
without, 32MB RAM, 
152MB HD, 4x CD-ROM drive 

Recommenoeo:; Pll 200, 390MB HD 

Street Price: $50 


PUBLISHER: 


wv Use that sniper rifle! A careful 

program of sneaking around, with 
tiny movements and systematic assassinations, can 
save you tons of punishment in battle! W You can 
occasionally use the Crouch and Jump commands to 
direct your gunfire at a switch or critical target 
otherwise seemingly protected from attack. 


SHOGO: MOBILE ARMOR DIVISION 
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OT O those who always wanted to rule the world — 


- Stop thinking so small 


Introducing Star Trek: The Next Generation® Birth of the Federation,” the first.PC ieee 


“game to put you in the center of the vast STAR TREK® universe. Control one of five alliances, 
each with its own agenda: the diplomatic Federation,” the stealthy Romulans,” the warrior 
Klingons,” the entrepreneurial Ferengis” and the ruthlessly efficient Cardassians.” 


Command over | 


50 authentic 3-D starships. Engage in ultra-realistic 3-D combat. Explore black holes, 
worm holes — every corner of space. Up to five players can compete via LAN, modem 


* or over the Internet. Think you’ve got what it takes to rule the universe? Make it so. 


HE NEXT GENERATION 


Mutant enemies sometimes require dae cieciabiae 


rt Die Trying is the latest good idea 
gone wrong from the good-idea- 
gone-wrong factory at Psygnosis. 
Building on the foundation that Lara Croft 
laid, ODT tries to be a multifaceted Tomb 
Raider experience; it sticks with the third- 
person perspective and motion-captured 
explorer, but also adds some RPG elements 
like magic and skill progression. 

So far, so good. On the drawing 
board, ODT probably looked like a 
can’t-miss prospect. Instead of just one 
character, you have a choice of four— 
male or female, strong or wily, skilled 
with weapons or with magic. The four 
different characters provide four distinct 
methods to use in solving the game: the 
buffed-out Maxx Havoc wreaks mass car- 
nage with the hardware, Julia Chase gets 
it done with acrobatic 
agility, Ike Hawkins does 
essentially what Maxx 
Havoc does, and Solaar 
casts spells. . 

- Trouble in ths marketer’s Ss 
paradise begins right away, 
however, since the opening | 
cinematic places us in an in- 
comprehensible fantasy 
world with a conflict that 

- defies understanding. It seems 
_ we're residents of the mystical 
_ planet known as Tonantzin. 
a Our fair city, Calli, struggles 
to survive under the weight 


Or Die Tryin 


Fear not, Lara 


The dynamic o camera swings In low 


of a viral epidemic 
that’s ravaging the 
population. The solu- 
tion to the problem 
depends on the re- 
covery of a strange, 
powerful green pearl 
imbued with magic 
powers. So off goes 
the city’s crack team 
of warriors on a mis- 
sion to fetch it. While 
in transit aboard their 
aircraft, a weird force 
crashes them into a 
tower in the Forbidden Zone, from which 
they have to recover the green pearl from 
the clutches of mutants. 

What does any of this have to do wiek 
gameplay? Squat. At the start of the game, _ 
you select one of the four warriors and head 
out into the tower. From here on in it’s | 
Tomb Raider Lite. You navigate through | 
eight levels of the tower, finding your way 
around locked gates, dispatching the sham- 
bling mutants, and ostensibly honing the 
individualized skills of your character. It’s 
hard to detect if, when, or how the skill 
advancement helps you. If you’ve solved a 
Tomb Raider game, ODT i is not wane a 
tough operation. 


The RPG elements seem empty and basic 
at best. The spell- -casting is never much ofa : 
factor in the game, and even when Sol aar 


for a close view. 


OR DIE TRYING 


By Daniel Morris 


whips up a spell, there’s a minimum of | 
earth-shaking impact. In terms of both 
graphics and intriguing gameplay, ODT falls 
far behind Tomb Raider. And if Psygnosis’ 
response to that is “We weren’t trying to 


make a Tomb Raider,” then they’re lying. 


They were trying to make a deeper Tomb 
Raider, but all they did was clutter it. 
That said, there are certainly reasons why 


: ODT deserves to be on the shelves. Its heart 
_ is in the right place, and TR addicts with a 


jones for new worlds to conquer will find a 


~ few things to like in ODT’s tower: the artifi- 


cial intelligence of the mutants impresses on 


occasion—with such stunts as a lone mutant — 


who will try to lure you into an ambush by 
the rest of his hidden pack—and the puzzles 
are occasionally very devious and require 
some tricky lateral thinking to bypass. 

It’s too bad that the essential silliness of the 
whole premise undercuts whatever enthusiasm 
is generated by ODT’s serviceable gameplay. 
But let’s face it—we’re in Tonantzin searching 
for a mayesical green Peat ODT wants to be 


roshig to sweat about 


SAMEPLAY: 
GETTING STARTED: B 


GRAPHICS: C + 
3D ACCELERATED: B= 


___ MULTIPLAYER: I\W/A, 
SOUND CHECK: B= 


PUBLISHER: Psygnosis 


800-438-7794 


Wes: WWw.psygnosis.com 

REQUIRES: P90, 16MB RAM, 80MB HD, 
4x CD-ROM drive 

RecomMENDED: P166, 3Dfx card, 32MB RAM 

Street Price: $50 


Y Don't get suckered into a trap. It’s a 
bad idea to chase a lone mutant down a 
hall. Instead, circle around and hit from the side, and 
don't be surprised to encounter a nest of mutants 

waiting in ambush. W Solaar has healing powers; use 
them. It’s easy to get wrapped up in combat and for- 

get that you have magic on your side. W Ike Hawkins 
is a god at close range; don't be afraid to get up close 
and personal with the big guy. W Your crashed vessel 
needs fuel to get in the air again; be on the lookout for 
fuel stashed in the tower. 
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‘ACTION 


unmetal took me by surprise. I didn’t 
expect much from this first-person 
vehicle shooter: The front end 
looked amateurish. The between-level text was 
a bit too cute. The levels have the angularity 
of Build-engine games. It crashed a lot on my 
Voodoo II system. 

And, midway through the third mission, I 
was ready to give up. 

But I kept playing, just to finish out the 
evel, and discovered something in the process. 
For all its miscues, Gunmetal is still a pretty 
neat game. 

You conduct an RPV—“remotely piloted 
vehicle,” essentially a tank—through 26 levels 
on missions for the Nataka corporate empire’s 
armored cavalry. It’s set in the 23rd century, 
with another one of those corporations-running- 
the-galaxy plots. Of course, there’s one hostile 
company causing trouble all over, and you’re 
going to stop it. One mission may find you rac- 
ing against an enemy to recover data lost in a 
crash, another has you elaborately sabotaging 
an oil rig (the RPV is watertight and vacuum- 
proof), and a third assigns you to extracting 
data from a space-station’s scanner. 


uti fot ddl bk 


ARE: 


armor in this early, urban level. 

I’ve yet to find a mission that isn’t fun— 
they’re large, varied, and well designed, with 
lots of over-and-under, up-and-down, and in- 
and-out; and they’re just rich enough in the 
nice little touches to keep me going. (Example: 
The RPV doesn’t have jump jets, but the 12th 
level allows you to tweak the level gravity to 
reach otherwise inaccessible areas.) 


Gunmetal 


Shock troops 


Ouch. The RPV has taken a significant hit to its frontal 


Gunmetal also has 
a real sense of the epic, 
from the splendid mush- 
room cloud that accom- 
panies use of the tactical 
nuclear weapon to the 
charmingly high level of 
activity at a spaceport to 
the thunderous passage 
of a giant, doomed war- 
ship through a jump gate. 
And the level designers 
are committed to giving 
you more to see than the 
game strictly requires— 
including a specimen- 
containment area, a Star 
Trek homage, a hidden videogame, and two 
secret levels, 

Between missions, you can cash in spare 
parts and wreckage you’ve recovered and 
apply it toward upgrades to your RPV. This 
adds a touch of planning—and thought— 
to a genre in which players typically just 
live off the land. The weapons are a solid, 
if unexceptional, military bunch, with the 
nuke and auto-sentry the 
only standouts. 

Unfortunately, the game 
lacks a human touch. You’re 
essentially fighting robots with 


take forever. The wireframe 
map won't rotate or zoom 
smoothly or display which 
way you're headed, and you 
can’t move while viewing 
one of its incarnations. 
Gunmetal supports the full 
range of multiplayer options— 
up to eight players over a LAN 
or the Internet—and includes 
four deathmatch-specific levels. I tried out the 
split-screen, two-player variation, which is 
unique and fun (if a bit bewildering). You can 
use the split-screen mode in Net games as well, 
though the TCP/IP game was very laggy. 
However, it took a 2.3MB patch (it’s on 
the PC Games CD-ROM) to finally get 
Gunmetal working properly with my 8MB 
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Back at your base, you can pick a new chassis, replace destroyed 
armor, add weapons and tools, and pick up additional ammo. 


a robot. The saved-game loads — 


By Peter Olafson 


Saye 
Te ae 


SEiecr | 
eERPans| 


DOMAGE | 
maT TLE. | 

meer HEGOLIGHTS 
j ; : 


50 ia en 


Monster II 3D accelerator. (A beta version we 
saw had problems with Voodoo II cards but 
worked fine with Voodoo I.) Sheesh. What- 
ever happened to “It’s done when it’s done”? 
For all that, however, I’m still playing, 

and I’m still being charmed by what I find 
in Gunmetal. It took me by surprise, and 
it kept me. 


GAMEPLAY: B- 
GETTING STARTED: B= 
GRAPHICS: B 
__-muuriPLaver: D+ 
SOUND CHECK: B- 


GUNMETAL 


PUBLISHER: Mad Genius Software 

Wes: Www.madgenius.com 

REQUIRES: P90, 24MB RAM, 75MB HD, 
2x CD-ROM drive 

P133, 32MB RAM, 360MB HD, 
Voodoo or Voodoo II card, 

4x CD-ROM drive 

Street Price: $40 


RECOMMENDED: 


W Pick up a targeter at the base ASAP 

It'll save you a lot of grief. W Don't 
linger over the cave-in on the runway in the space- 
port level, but do check out the conveyor belt nearby. 
It's your ticket to the outdoor section of the airport 
and the black box you're seeking. W The trick to open- 
ing up the desert-island level is destroying the stone 
that blocks the underwater tunnel at the base of 
one of the waterfalls. On the space station, you'll 
want to visit the incinerator (down the conveyor belt 
on the lower level, at the far end of the structure) to 
find a key scanner piece. 


Hardwar 


ames have long tended to treat all 

comers as tourists: There’s only 

room at the inn. Daggerfall’s hous- 
ing market changed that. It made your pres- 
ence in the game richer, deeper, more physical. 
Even when you were halfway across the game- 
world, you were also somewhere else. You al- 
ways had a place to call home. 

Hardwar has that quality, too. I don’t feel 
like a visitor; I somehow have a stake in it. 
That’s a novel sensation—and a pleasant one. 
You have to like a game that allows you to buy 
3D real estate. 

This Elite-like 
blend of sim, action, 
and strategy is set in 
the city of Misplaced 
Optimism—a giant 
mining colony on the 


Sent: OAY:3, 


By Peter Olafson 


(Hey, what about mining?) 
And, along the way, you’ll get 
wind of something strange 
going on. 

In those capacities, you'll 
spend much of your time flying 
through a thick pink mist—in 
the fashion of Konami's Killing 
Cloud—eerily illuminated with 
hazy halos from the running 
lights of other ships and the odd 
lightning strike. The graphics for 
the 3Dfx version (D3D, PowerVR, 
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Target Sender 
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of Titan. The corpo- 
rate backers pulled the 
plug and left the locals 
to find their own way. 
Ultimately, the settle- 
ment—built in a series 
of craters linked by tun- 
nels—coalesced around two powerful factions. 
You have no special attachment to either as 
the game opens. Rather, you’re a freelancer try- 
ing to raise money to improve your lot in life 
(and escape from this desolate place) because 
initially, with your little ship and low-end gear, 


Me Tron. 


you’re not equipped to do much. 

As a trader, you can buy commodities low 
and sell slightly higher. As a scavenger, you 
can race to recover the wreckage of dogfights. 
As an aggressor, you can go after the bounty 
the police have placed on wanted criminals. 


near Macs Rcriver 
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and software versions are also included) are 
appropriately murky. 

And you will gradually get the sense of a 
small world in motion with a running mono- 
rail, ships going about their business, queues 
to enter and leave various facilities, and shift- 
ing commodities. You can even buy a base of 
operations—specifically, a hangar where your 
ship will be repaired automatically and you 
can set up shop. 

That ship—a Silver-Y at the start— 
flies smoothly and elegantly, though I did 
experience a speed hit over a TCP/IP connec- 
tion. (Modem, serial, and IPX network 
play for up to eight are also supported.) You 
won't often have to go searching for a given 
building, as your nav target can be acquired 
with a click from emails and a built-in roster 
of local businesses. With the right stuff in- 
stalled, you won’t even have to deal with 
docking—though you'll still have to watch 
tiresome cut-scenes play through both on 
the way in and on the way out. 
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Now, on the downside, The Software 
Refinery could have taken more steps to build 
atmosphere. You can’t communicate with 
other people. The ability to respond to email 
in different ways—a la Phantasmagoria 2— 
or to hail passersby might have given the 
game more texture. 

Finally, the little jewel-box pamphlet devotes 
exactly five paragraphs to background. Here’s 
a case when it would've been nice to have a 
novella in the box. I’d like to know what’s 
been going on. 

After all, ’m buying a house in the 
neighborhood. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 
MULTIPLAYER: 
SOUND CHECK: 


OVERALL 


HARDWAR 


A dark sim in which hangar ownership 
is within your reach. 


The Software Refinery 
Gremlin/Interplay 
800-468-3775 


www. interplay.com 

P166, 16MB RAM, 35MB HD, 
2x CD-ROM drive 

P200 MMX; 32MB 

RAM, 3D accelerator, 

4x CD-ROM drive 

$15 


Buy a hangar. Yes, even the cheap 

ones are expensive, and, yes, it takes a 
while to come up with the dosh. But it will quickly 
pay for itself. W If you're wondering why nothing's 
happening, maybe it’s because you haven't 
done anything. The core story kicks off on its own 
after five days, but you can speed things along by 
completing a trade or taking out a criminal. 
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in the previous year Allein ware > PL Systems ines ve 
set the industry standard for performance. 


JOIN US AS WE INTRODOWCE THE AREA-SIVAR™ 


"“"AFFEA-SIV Ft: 


“Grey: 


fel Pentium If 350MHz Processor 

‘e| 440BX Motherboard 512KB Cache 

> Power Cooling K-1 CPU Fan 

MB SDRAM (PC-100) 

>" Floppy Drive 

inopus SPECTRA 2500 Riva TNT 16MB 
itchdoctor w/TV-OUT 

41GB Ultra-ATA Hard Drive 

bundBlaster LIVE! 3D-Sound Accelerator 
imbridge 4-Point Speaker/Subwoofer System 
shiba 32X CD-ROM Player 

"X-Full Tower Case w/300 Watt 

wer Supply & Dual-Fans 

»oIMaxx Video Cooling System 
4-Enhanced Keyboard 

crosoft Intellimouse PS/2 

5 Robotics 56K V.90 Fax/Modem 
indows ‘98 Operating System 

ee Installation & Configuration 
Favorite Games 

test Drivers 


PRICE: $2,099.00 


UVALITY MONITORS 

r“ Viewsonic V73 .26dp add: $315.00 

b" Viewsonic V95 .26dp add: $495.00 
“Viewsonic P810 .25dp add:$1,050.00 


TOLL FREE: (G00) 494-336e 


13398 Southwest 1e°8th Street 


Product names used in this publication are trademarks of their respective companies. 


Miami, Florida 33186 


“HIVE -MIND: 


Intel Pentium Il 400MHz Processor 

intel 440BX Motherboard 512KB Cache 
PC Power Cooling K-1 CPU Fan 

128MB SDRAM (PC-100) 

3.5" Floppy Drive 

Canopus SPECTRA 2500 Riva TNT 16MB 
Witchdoctor w/TV-OUT 

Canopus Pure3D Il Voodoo2 12MB 
11.5GB Ultra-ATA Hard Drive 
SoundBlaster LIVE! 3D-Sound Accelerator 
Cambridge 4-Point Speaker/Subwoofer System 
Toshiba 32X CD-ROM Player 

ATX-Full Tower Case w/300 Watt 

Power Supply & Dual-Fans 

KoolMaxx Video Cooling System 
104-Enhanced Keyboard 

Microsoft Intellimouse PS/2 

US Robotics 56K V.90 Fax/Modem 
Windows ‘98 Operating System 

Free Installation & Configuration 

of Favorite Games 

Latest Drivers 


PRICE: $2,799.00 


Intel Pentium Il 450MHz Processor 

intel 440BX Motherboard 512KB Cache 
PC Power Cooling K-1 CPU Fan 

128MB SDRAM (PC-100) 

3.5" Floppy Drive 

Canopus SPECTRA 2500 Riva TNT 16MB 
Witchdoctor w/TV-OUT 

Dual-Canopus Pure3D II Voodoo2 SLI 24MB 
H3D Stereoscopic Glasses 

14.4GB Ultra-ATA Hard Drive (7200)RPM 
lomega Internal Zip Drive 100MB 
SoundBlaster LIVE! 3D-Sound Accelerator 
INTENSOR Sensory Gaming Chair 
Speaker/Subwoofer System 

Toshiba 3rd Generation DVD Player 
ATX-Full Tower Case w/300 Watt 

Power Supply & Dual-Fans 

KoolMaxx Video Cooling System 
104-Enhanced Keyboard 

Microsoft Intellimouse PS/2 

US Robotics 56K V.90 Fax/Modem 
SpaceOrb 360 3D-Controller 

Windows ‘98 Operating System 

Free Installation & Configuration 

of Favorite Games 

Latest Drivers 


PRICE: $3,999.00 


"BOTTOM LINE: If you've got the money to 
spend this is the gaming system to own" 
«PC Gamer, January 1998 
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High speed racing only feet from Collect power-ups and fire Experience the tension, thrills and Only quick reactions and sheer flying 
the ground, power-downs. speed of an arcade-style game. Skill wil see you through the finish line. | 


” EVERYONE 


Sts. 


a 


CONTENT RATED BY 
ESRB 


FRACING THIS CLOSE TO THE GROUND 


Is PLANE CRAZY. 


Anyone can fly a plane in the 


open skies. But only a razor- 
sharp, thrill-hungry speed freak can 
wing it at low altitude through a 
gauntlet of canyons, cliffs and city 
streets without becoming ground 
meat. Crosswinds, down drafts and 
a posse of other insane pilots 
shooting power-downs up your 
fuselage mean this is a race to the 
finish! So come hungry. Come low. 
Come fast... 


Or don’t come at all. 


8/9 
211MPH 


Plane Crazy A./. means the better Up to 8 pilots can race over Buy equipment and tune your Sonic cannon accesses short cuts 
you get, the better they get. LAN or HEAT.NET. plane’s performance. and creates obstacles. 


| www.segasoft.com/planecrazy 


1998 SegaSoft Networks, Inc. All rights reserved. SegaSoft, the SegaSoft logo, HEAT, HEAT.NET and 
= are trademarks of SegaSoft Networks, Inc. Plane Crazy is a trademark of Inner 
1¢ Crazy Game © 1998 Inner Workings Ltd. The Inner Workings logo is a registered 

d the European Union. Windows is a trademark of the Microsoft Corporation. 
¥ we the interactive a Software Association. 


K, everybody, on three: One, two, 

TWITCH! That’s the main skill 

needed in Sega’s port of its arcade 
hit, The House of the Dead. It’s almost Zen- 
like in its singlemindedness: Clear your mind 
and shoot at everything you see that’s not 
walking around in white. How could it be 
anything less than a blast? 

HOTD makes the transition to the PC 
wonderfully. The game certainly has plenty of 
aficionados already from its arcade incarna- 
tion; it’s even shaping up as a movie planned 
by video director Jesse Dylan (son of legend 
Bob, bro of Wallflower Jakob). But you don’t 
need to wait for that—and anyway, you 
wouldn’t get the satisfaction of playing it. 

Satisfying is exactly what HOTD is for 
any fan of bloody shooters. The plot is sim- 
plicity itself: Die Hard in a house of horrors. 
You’re coming in to rescue research scientists 
in an installation that’s been taken over by 
an army of zombies, mutant animals such 
as bats and frogs, and their hideous bosses. 
Your car pulls up, you hop out, and it’s may- 
hem time. The only stricture is to avoid 
shooting the white-garbed hostages—it’ll cost 
you life points. Otherwise, anyone and any- 
thing is fair game. You’re as good as your 
retargeting speed, essentially. 

Your pathway through the house (which 
has several wings, appearing gradually in the 
chapters of the story) is somewhat railed. 
What you shoot affects where you go, so it’s 


* 


v 
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1p 2 


not entirely a drag-along 
experience. And there are 
goodies along the way: 
shooting inanimate objects 
in between zombie kills will 
reveal power-ups such as 
health and extra lives. Still, 
you are pulled along, and 
it’s wise to start shooting as 
soon as your screen begins 
to change. 

HOTD’s Boss mode cuts 
out the plotline entirely 
for simplistic fun. You pick 
one of the bosses and test 
your skills against them, 
mano a mano. Click on your selection, get 
about five seconds to view a drawing of them 
which identifies their weak spot (if they have 
one), and bang! Time to start shooting. The 
Hermit, a huge scuttling hermit-crab creature 
living in tunnels, and the Chariot boss (top 
right), a huge hulk with a weak carotid, are 
fairly takable. The Hangerman is harder: this 
winged creature throws his minion bats at 
you, so you have to back off blasting at him to 
repel them. Once you’ve cleared those out, it’s 
you against him, and he’s still flying around. 

Then there’s the Magician. He doesn’t have 
any weak spots but does have a nasty trick— 
dematerializing, then reappearing in another 
spot. He’ll have hits in on you before you can 
retarget. Beating him’s a bitch. 

Setup is fairly simple, 
although a 3D card is pretty 
much a must. Of course, 
you don’t have the gun 
that comes with the arcade 
machine, but the mouse is a 
great substitute—left-button 
shoots, right reloads. You 
u can also use your keyboard 
(which accommodates two 
players at once), joystick, or 
gamepad. Gameplay is iden- 
tical to the arcade version’s, 
but your range of options 
isn’t; PC mode lets you set 
character attributes, play dif- 


ficulty, auto-reload, and even 


The House of the Dead 


By Don St. John 


zombie-blood color. (Of course, we all know 
that in real life, zombies bleed green.) 

By cutting out the distractions, HOTD 
becomes the game that the likes of Blood 
and Nightmare Creatures only wish they 
were. This mostly mindless splatterfest taps 
into the cheesy side of us that likes Night of 
the Living Dead, and you may consider that 
a high recommendation. 


GAMEPLAY: 
GETTING STARTED: aa 
GRAPHICS: 
MULTIPLAYER: 
SOUND CHECK: 


OVERALL 


Sheer mindless gore. 


Sega Entertainment 
888-872-7342 
www.sega.com 

P133, 16MB RAM, Sound 
Blaster or compatible, 8-bit 
SVGA, 2x CD-ROM drive 


3D card, 4x CD-ROM drive 
$35 


THE HOUSE OF THE DEAD 


Two times to shoot instantly: 
When you see water and when 
your perspective is pulled up to a height. W The 
back-and-forth motion of the wolves isn’t as 
difficult as it seems. Just pick a centered spot, 
shoot there, and you can kill them pretty quickly. 
Even if something else is close, when you 
see a zombie with an axe, take it out first. They're 
deadly accurate, inflict a lot of damage, and you 
can't duck them. W If you see a zombie at a dis- 
tance, have a crack at it, especially if you chose 
auto-reload. It can't hurt, and you may save your- 
self some trouble later. 


Revenge of Arcade 


Games that ask no quarter 


eturn with us now to those thrill- 
ing days of yesteryear, when the 


last word—almost the only word— 
in games could be found at the mall. That’s 
where a batch of machines with quaint, 2D, 
maze-based games sat in the local arcade, with 
all sorts of goggle-eyed, long-haired players 
lined up to do battle for 25 cents a shot. 
Sound like a plot from That ’70s Show? 
Actually, it’s Microsoft’s Revenge of Arcade. 
This five-game collection of arcade classics 
hailing from the early ’80s is the sequel to 
Return of Arcade, whose sales of half a 
million copies proved there’s still an 
audience for basic arcade-level games. 


+ ey Pa a) BY ee 
S60 40000 


The fake 3D in Xevious is still preferable to 
the real 3D in scores of modern games. 


That’s because they’re fun, of course. Also, 
they’re not necessarily easy. Take Rally-X, 
where you race a little blue Indy car, trying to 
capture flags for points while dodging big 
rocks and a chase posse of red cars. Your one 
weapon is a smoke blast that'll spin out the 
pursuit cars while costing you fuel each 
time you use It. 

Simple premise, right? Yep. But it can be dev- 
ilishly hard to ditch the pursuit even on the 
easiest setting. Rally-X is one of those games 
that keeps you sitting at your machine for hours 
at a shot, doggedly trying to get ahead a few 
more levels. These games were all originally 
meant to suck quarters out of your pocket, of 
course, so none of them were a snap to play. 

Most of the other choices are as worthy 
as Rally-X, too. Ms. Pac-Man is the bow- 
topped version of the original—same courses, 
same chomping enemies. Mappy is a variant 
on the Donkey Kong formula: a little tram- 


poline-jumping mouse tries to grab as much 
loot as possible in a series of houses while 
avoiding trapdoors and pursuers. The best 
of the whole lot is Xevious, the precursor 
to a whole genre of fly-and-shoot futuristic 
adventures. Here, you pilot a ship with air- 
to-air double guns and air-to-ground missiles, 
trying to go as far and blow up as much as 
possible. (I spent a /ot of college-era money 
on this one.) Only Motos, an annoying little 
bumper-car-style game, doesn’t make the 
quality cut on this disc. 

Now, do you really want to pay for ROA? 
That depends on how adventurous you are. 
All of these games, not to mention hundreds 
of other arcade classics, are available for the 
MAME arcade emulator, the freeware pack- 
age that translates and lets you play the same 
ROMs the arcade machines used. That’s 
exactly what Revenge of Arcade does, too, 
with some nice options thrown in, like 
double-sizing your screen and setting diffi- 
culty levels. If you’re up to downloading 
MAME and the ROMs (which are pirate 


“Eat my dust!” is a real slogan to 
learn in Rally-X. 


versions unless you own the arcade machine) 
and the occasional hassle of getting them to 
work (MAME and DirectX aren’t always on 
speaking terms), then by all means save the 
money you’d pay for the CD. 

However, if you want these nice and 
easy and don’t mind shelling out a some- 
what exorbitant $35 (or if you’re really 
scrupulous about respecting licenses), 
Revenge of Arcade is the answer. Motos 
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By Don St. John 


ACTION 


Still have the same boundless appetite 


for Ms. Pac-Man? 


aside, the bucks you’ll pay work out to 


about 140 quarters, or 35 per game. Those 


quarters buy you a lot more replays than 


you could afford in 1981, and in the com- 


fort of your own home—not bad for the 


obsessive in all of us. 


REVENGE OF ARCADE 


GAMEPLAY: 


GETTING STARTED: 


GRAPHICS: 
MULTIPLAYER: 
SOUND CHECK: 


Fun then, fun now, especially X: 
and Rally-X. _ 


Microsoft 

800-638-6927 

Wes: www.microsoft.com 

REQUIRES: P90, 16MB RAM, 36MB HD, 
DirectX-compatible video and 
sound cards, 2x CD-ROM drive 

Street Price: $35 


PUBLISHER: 


YW The same thing applies years later in 

Ms. Pac-Man: The side escapes are 
critical to survival. W In Xevious, stay forward as 
much as possible to leave yourself drop-back-and- 
circle room, especially so you can shoot forward 
quickly to avoid the viciously accurate ground 
placements. W In Rally-X, don’t always rely on 
smoke unless the car is right behind you; instead, 
find the rocks and try to swerve the cars into them. 
(Don't try this maneuver if they're right on your 
tail—you don't have room. They're faster than you.) 
Y You get three trampoline bounces in Mappy before 
it breaks underneath you—use them. They renew 
once you've landed on a floor. W The bounce pads in 
Motos are your friends, and potentially your enemies. 
Stay inside of them, and use them to carom your 
enemies off each other. 


Revolutionary new battlefield physics — 
Deformable terrain, energy weapon 
effects, dynamic colored lighting and 
flying shrapnel — intensifies the realism 
and excitement. 


New “veterancy” feature enables units to” 
_ become smarter, faster and stronger as 
od become battle hardened with combat 
_ experience. 


Experience the future of global war with 
new, high-energy weapons and defenses 
_— dump Jet Infantry, Laser Fences, 

_ Disruptors, Hover Tanks, Tunneling APCs, 


~ Units and many more. 


| m Buit-in waypoint system and special drop 
ship missions let you decide which units 
to bring into battle. 


More tactics of sabotage and guerilla 
warfare — execute covert night missions, 


set forest fires and destroy bridges — 
with unique opportunities in three 
different environments. 


Internet play is easier than ever with a 

_ Streamlined connection and an integrated 
~ interface - plus new support for 
worldwide rankings, ladder systems and 
Battle Clans’ 
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n Ingmar Bergman’s stylish film classic 
The Seventh Seal, a medieval knight finds 
himself engaged in a losing game of chess 
with...Death. Now, I’m not willing to maintain 
on record that some time spent with Mind- 
scape’s Chessmaster 6000 would’ve saved 
his bacon, but with its strong chess engine, 
plethora of features, and ways to improve your 
game, it wouldn’t have hurt. 

The Chessmaster series is easily the friend- 
liest of computerized chess games, adopting 
itself to the needs of any user. Do you want to 
play a great opponent, a mediocre one, or one 
who’s decent but flawed? Would you like to 
switch sides with the computer, take back a 
move, get a quick hint, import a game, or 
try a different notation system? Chessmaster 
can accommodate. 

Chessmaster 6000’s greatest improvement 
is in its ratings system—the way it internally 
gauges your playing strength against oppo- 
nents. Earlier Chessmaster releases rated your 
play based on right/wrong answers to a series 
of chess positions. By nature, any chess game 
is a series of endlessly branching, interrelated 
problems, so these single-issue tests were 
unrealistic. Chessmaster 6000 instead uses a 
pool of 64 “humanlike” characters, each with 
its own stated chess personality based on more 
than 20 traits, and each with a rating deter- 
mined through extensive play. 

Once you've finished 20 games, your 
pool of available opponents increases by 30 
computer-generated grandmaster personali- 


ties, including the likes of Kasparov, Alekhine, 
and Capablanca. You can also design your 
own opponents and visit the Chessmaster- 


Bd? is worth partial credit, but Tal 
i allows Black to clear the center wi 
{ achieving equality 


You get more than 20 2D and 3D chess- 
boards and piece styles to choose from. 


2/12 Fischer game 
80:02:00 


‘ 2/12 Fischer game 
y 90:02:00 


Hi Time 


Chessmaster 6000 


Be more than a pawn 


By Barry Brenesal 
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Live dedicated site on Mplayer for some 
real-time action. 

Normally, where databases in chess games 
are concerned, I advocate that size isn’t every- 
thing. But in Chessmaster 6000’s case, the 
number of games available jumped in this prod- 
uct version from 27,000 to 440,000. Where 
previous releases limited you to simple database 
queries, you can now design some pretty com- 
plex ones: “Find me all recorded games that 
Karpov won playing before the age of 17 as 
Black using the Sicilian Defense,” for instance. 
The database is also built into the main exe- 
cutable, which means virtually no loading time 
as you pause a game to search on all identical 
board positions. 

If you’re looking for the best chessplaying 
program, Virtual Chess, Power Chess 98, USCF 
Chess, and Chessmaster 6000 all claim high 
honors. But short of a tournament that objec- 
tively measures them in head-to-head combat, 
it’s impossible to pick the contender with the 


strongest play; and in any case, it hardly mat- 


ters. Any of these top-rated chess programs can 
whoop your lower-than-master-rated butt on a 
cheerfully consistent basis—and give certified 
chess masters a run for their money, too. 

But if what you want instead is the best 
chess program for learning or for improving 
your game, my hands-down favorite is 
Chessmaster 6000. None of the competition 
approaches its ability to jump the immense 
hurdle between rote knowledge of rules and 
imaginative comprehension of chess’ possibili- 
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The “war room” look is the way to go for on-the-spot analysis. 


ties. It’s got introductory tutorials and 
advanced strategy guides, positional puz- 
zles, and mate problems. It also features 
games played and analyzed in great depth 
by International Master Josh Waitzkin (on 
whom Searching for Bobby Fischer was 
based). Five more annotated games of his 
have been added to this release, bringing the 
total to ten. 

Chessmaster 6000 is a top-of-the-line chess 
program for novice and veteran alike. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 
MULTIPLAYER: 
SOUND CHECK: 


Mindscape 

800-234-3088 

Wes: www.mindscape.com 

Reauines: P90, 16MB RAM, 15MB HD, 
2x CD ROM drive 

Recommenoes: P166 

Street Price: $40 


PUBLISHER: 
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Keep it simple until you learn the 

game well. Just go with a board for 
your visuals; don't add a lot of other viewing win- 
dows to the display. W Use the Auto-Annotate 
option to analyze any game and follow along. It’s 
important to always think about chess as a struggle 
of opposing processes, rather than as isolated battles. 
'Y When you play a rated game, click on “personal- 
ity” and read your computer-generated opponent's 
info for hints on their strengths and weaknesses. 
Only play the computer-generated Petrosian 
opponent if you want to get frustrated very quickly. 


7, 


Kick Butt 


internet Access 


DON’T JUST TAKE OUR WORD FOR IT. 


PC MAGAZINE AGREES EARTHLINK IS 


THE BEST INTERNET SERVICE PROVIDER. 


Internet Service Provider 
September 9, 1997 


OPTION | 


FREE INTERNET TRIAL 


MENTION DEAL #802004 


For just $19.95* per month, EarthLink Sprint TotalAccess” gives you award- 
winning access, great technical support, free member benefits, and more. 


It’s the easy way to understand, get on, and experience the Internet. 


Earth Link 


FLY & DRIVE 


* 


f 3DO’s TOCA Championship Racing 
had come out two years ago, chances 
are you’d have thought it was pretty 
impressive. But compared to the arcade and 
racing-sim titles out there today, TOCA comes 
across as anything but. 

The game attempts to re-create the thrills 
of Touring Car Association racing, which 
is a little like NASCAR, only on twisting 
tracks with cars from Volvo to Audi instead 
of Chevy to Pontiac. The game features eight 
cars, which apparently differ only in appear- 
ance and horsepower (no braking or handling 
data is provided). 

Game modes include single races, time 
trials, and a full championship season that 
covers all of TOCA’s eight tracks. For single 
races, only the first two tracks are available 
when you start out, with more open- 
ing up as you win a few races. In 
championship seasons, you 
must place at or near the top 
of the heap to move on to the 
next track. 

Not that winning a race is an easy 
thing to do, even on the game’s easiest of 
three difficulty settings. The 15 Al-controlled 
cars all seem to accelerate much faster than 
your car—even those that are the same make 
and model, and even when you use manual 
shifting. They all corner like pros, too, while 
you may be hard pressed to navigate some of 


TOGA’s first-person view is uninspiring, but it does include 


a handy set of wipers. 
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) TOCA Championship Racing 


No NASCAR 


the hairpin curves on 
these serpentine tracks. 
This has more to do with 
the cars’ handling capa- 
bilities than with the track 
design, however. Basically, 
your car will spin out at 
the drop of a hat. To make 
matters worse, the AI cars 
can send you sailing off the 
track with the slightest of 
bumps, but it’s nearly 
impossible to knock them 
off the track, even with 
concerted effort. (Believe 
me, I tried.) 

Perhaps the most 
surprising element of 
TOCA is its graphics 
engine, which is unimpressive at best. 
Despite claims of 3D-accelerator 
support, TOCA displays little if 
any evidence of hardware acceler- 


wee. oe 
} ation. I ran it with cards based on 


the 3Dfx Voodoo II, Riva 128ZX, 
and ATI 3D Rage Pro chipsets. The game 
may get a minor speed-boost from a 3D card, 
but you won’t see anything special in the way 
of image quality—no bilinear filtering, no 
fogging, no alpha-blending for smoke or 
dirt. There did seem to be some reflective 
and hazy lighting during races in the rain, but 
that’s about it. Graphi- 
cally, TOCA looks 
almost as good as the 
unaccelerated version of 
EA’s Need for Speed II, 
and that simply doesn’t 
cut it in the days of F1 
Racing and NASCAR 2 
(not to mention the 
hordes of great-looking 
arcade racers out there). 
It can be fun bump- 
ing and bashing around 
the track with up to 
eight over LAN and 
Internet links. Modem 
and direct serial links 
are also supported, as 
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By Michael E. Ryan 
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When all else fails, you can always bash your way 


around the track. 


are same-PC games via a split screen. Internet 
performance was fairly choppy, but LAN and 
modem links seemed stable and speedy during 
my testing. 

Still, despite a moderately enjoyable multi- 
player mode, TOCA just comes up flat in 
one too many areas. The graphics and the 
unforgiving gameplay top the list of this 
game’s lowlights. If you’re looking for a 
truly impressive racer, this is not it. 


GAMEPLAY: 
GETTING STARTED: “— + 
MULTIPLAYER: (>= 
SOUND CHECK: © = 


Codemasters 

The 3D0 Company 

800-336-3506 

Wes: www.3do.com 

REQUIRES: P166, 16MB RAM, 35MB HD, 
4x CD-ROM drive 

Recommendeo: P233, 32MB RAM 

STREET Price: $40 


DEVELOPER: 
PUBLISHER: 


Y Don't forget to get off the brake as 

you turn the wheel, otherwise the steer- 
ing will lock and you'll find yourself turned around or 
off the track. VY Beware the manual’s suggestion to 
take shortcuts over grass and dirt patches near sharp 
Curves—your Car seems to spin out if so much as a 
single grain of sand touches those wheels. 


TOCA CHAMPIONSHIP RACING 
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Witt! 


Available on PC CD-ROM. Visit your local retailer or call 1-800-695-GAME, day or night, U 
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FLY & DRIVE 


| F-16 and MiG-29 


East meets West 


Missile launches look impressive and authentic. 


ovaLogic has a long-standing repu- 
tation for building relaxed-realism 

combat sims that offer some of 

the best eye candy in the business. Titles like 
Comanche 3 and F-22 Raptor were unapolo- 
getically designed for casual flight-sim fans 

who have no desire to memorize a 300-page 

manual before taking to the skies and blow- 

ing the crap out of enemy targets from the 

land of Ay Eye. 

This approach may not have endeared 
them to hardcore simmers, but casual gamers 
have embraced the concept and rewarded 
NovaLogic with some impressive sales figures. 
The company’s latest pair of games—F-16 
Multirole Fighter and MiG-29 Fulcrum— 
continue the “sim-lite” tradition, but this time 
around, both titles offer some concessions 
intended to provide greater appeal to the 
serious digital pilot. Or, at least, that’s what 
NovaLogic claims. 

Offered as standalone prod- 
ucts, the similarities between 
the titles are nevertheless 
so pronounced that 


we've decided to review them together as 
though they were one game. In essence, the 
only differences between them are their 
individual flight models, avionics, and mission/ 
campaign selections. Sharing the same graph- 
ics engine, menu interface, and keyboard 
layout, you could easily jump into MiG-29 
and fly it without so much as a glance at 
the manual if you’re already up to speed on 
F-16. You can even buy both games bundled 
together for the price of one in a special 
introductory offer from NovaLogic. 

The flight model in F-16 was developed 
with the assistance of Lockheed Martin chief 
test pilot John Fergione, while former MiG-29 
test pilot and cosmonaut Yuri Prikhodko 
helped NovaLogic tweak the flight character- 
_ istics and avionics in 

MiG-29. In the real world, 
these planes serve distinctly 
different roles. The F-16 is a fly- 
by-wire single-engine ground-attack 
fighter, while the MiG is a twin-engine 
air superiority interceptor, so it falls upon 
the programmers to re-create the different 
performance characteristics associated with 
each aircraft. In some respects, they’ve man- 
aged to succeed—specifically with F-16’s 
greater high-speed maneuverability and the 


MiG’s acknowledged low-speed performance | 


By Andy Mahood 


advantage. NovaLogic has also injected 
greater realism into the flight models of both 
products by incorporating factors such as 
flat spins, weight/drag effects, G-bleeding, 
fuel flow, and altitude limitations. 

Unfortunately, these enhancements aren’t 
likely to impress serious simmers one bit— 
the flight models in both F-16 and MiG-29 
are quite elementary in just about every other 
respect. The planes can accelerate from zero 
to supersonic in less time than it took me to 
type this sentence, gear and flaps can be 
extended at high speed without damage, and 
neither aircraft seems to understand what a 
stall is. I was able to drop both of them onto 
the runway at speeds that wouldn’t keep an 
ultralight afloat, and at velocities and sink 
rates that would rip the gear off of a Navy 
carrier plane. Landings in F-16 or MiG-29 
are about as challenging as dropping a 
potato into a sack. 

Perhaps in some inexplicable attempt 
to compensate for the user-friendly flight 
and landing models (my theory, anyway), 
NovaLogic has cranked up the difficulty 
level with both titles in a completely unre- 
lated area. Inbound missiles that target your 
plane, whether of the SAM or AAM variety, 
will eventually find their way through any 
countermeasures you can throw at them. 
The first one will take out your radar or 
some other key component, and the second 
will kill you. There’s no missile padlock 
view, and the Threat Warning Indicator is all 
but useless. You can pop as many chaff and 
flares as you want (the planes auto-release 
them anyway) and pull as many hard-breaking 


Reflections off the inside of the F-16’s 
Canopy areanice touch, = =—__ 


turns as you please, but it’s still 
a lost cause. After several dozen 
missions with F-16 and MiG-29, 
my personal success rate at spoof- 
ing these missiles remains at a 
perfect zero percent. This is an 
inexcusable flaw that severely 
undermines the otherwise enter- 
taining play value of both games. 

Much of that value revolves 
around the extensive campaign 
action and the even more impres- 
sive multiplayer options found in 
each title. In addition to a well- 
crafted set of training and instant- 
action missions, F-16 offers no 
less than five individual campaigns 
to work through in single-player 
mode. These take place in Serbia, 
Liberia/Sierra Leone, the Congo, 
Burma, and Somalia/Ethiopia (in 
that order). The MiG-29 format is 
similar except that the Serbian, Liberian, 
and Congolese campaigns are replaced by 
conflicts in Uganda, Tajikistan, and the 
Kurile Islands. Each of these campaigns 1s 
made up of several pre-scripted missions 
that must be successfully completed before 
the next sortie can be flown. (That sound 
you hear is me smacking my forehead 
repeatedly—I’ve always detested that “keep 
doing it until you get it right” format). 

If pre-scripted campaign action isn’t your 
cup of JP-3, both games also offer some of 
the most intense multiplayer action to be 
found in a jet-combat sim. Apart from the 
standard serial/modem, network, and Inter- 
net connections, both titles can also be linked 
up to NovaWorld’s dedicated IBS (Integrated 
Battle Space) server, which can support up 
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Both planes exhibit almost rocket-like acceleration. 


to 128 online players simultaneously. Head- 
to-head and cooperative play with either 
game (or an upgraded version of Nova- 
Logic’s earlier F-22) can be selected, and 
the service offers one of the smoothest con- 
nections I’ve ever experienced in an Internet 
multiplayer environment. More importantly, 
it’s completely free. 

Another shining feature is each sim’s 
superb aircraft and terrain graphics. 


Although fans have come to expect top- 


notch eye-candy from 
NovaLogic, the Voodoo- 
enhanced visuals in both 
these titles are still some 
of the best I’ve ever seen 
in a flight sim. The individ- 
ual aircraft display such 
highly detailed textures 


and light-sourcing effects 
that it was sometimes hard 
to believe I wasn’t watch- 


cockpit views in both are extremely 
sharp and detailed, and each boasts 
some remarkable effects, such as interior 
canopy reflections and functional gauges 
and displays that continue to update. The 
scenery, which features some very con- 
vincing repeating-texture backdrops, is 
almost as impressive and extremely pleas- 
ant to fly over. Gamers without 3D cards 
will be pleased to know that the game is 
almost as good (and surprisingly fast) in 
software mode. 

If not for their poor missile-avoidance 
programming and overly structured cam- 
paign gameplay, F-16 Multirole Fighter 
and MiG-29 Fulcrum could’ve shot straight 
to the top of the charts as two of the 
finest relaxed-realism combat sims avail- 
able today. The graphics alone represent a 
tremendous leap forward in computer 
gaming. My issue with both games inevitably 
comes back to those damn missiles. | 
can deal with simple, but I have a major 
problem with suicidal. 


GAMEPLAY: C 
GETTING STARTED: 


GRAPHICS: 
3D ACCELERATED: 


MULTIPLAYER: 
SOUND CHECK: 


F-16 AND MIG-29 


PUBLISHER: NovaLogic 
800-858-1322 

Wes: www.novalogic.com 
REQUIRES: P166 (P120 with 3Dfx), 
16MB RAM, 100MB HD, 
4x CD-ROM drive 

P200 MMX, 32MB RAM, 
3Dfx card 


$50 each (introductory 


RECOMMENDED: 


STREET PRICE: 


two-game bundle on 
NovaLogic’s Web site: $45) 


w Never allow your plane to get 

inside the missile range of an enemy 
plane or SAM site. If they get a chance to launch 
on you, they're gonna hit. Load your aircraft with 
medium range air-to-air missiles (AIM-120s for 
the F-16 and R-77s for the MiG) that can be 
launched from safe distances, then turn back the 
way you came immediately after release until 
they hit. This is an annoying and unrealistic 
way to fight, but unfortunately you don't have 
much choice. © When at the weapons-loadout 
screen, lose any external fuel-tanks that have 
been attached. Most of the F-16 or MiG-29 
missions are extremely short and will rarely 
ever burn more than a quarter of a tank, so it’s 
unneeded ballast. W If you can lock it up, 
shoot it! Neither game will permit you to 
target friendlies, so you can fire at will when 
anything crosses your path. Just remember 


The F-16 cockpit (above right) is loaded with computerized 
displays. The MiG’s analog gauges are much more Spartan. 


ing an episode of Wings on 
TV. The pannable virtual- 


not to get too close. 
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lane Crazy is one of those games 
that drives a reviewer a little crazy. 
There’s so much to like in this ar- 
cade racer that the flaws that keep it from 
being an A-level game seem even worse than 
they already are. 


Plane Crazy has a lot going for it, espe- 
cially its impressive Direct3D visuals. Since 
the game’s main purpose is to bring the visu- 
ally stunning arcade-racing experience home 
to the PC, it’s competing with car racers like 
the gorgeous Sega Super GT, and it does so 
with remarkable aplomb. This great-looking 
game is made even more visually engaging 
by totally outrageous, sadistically tight, often 
surreal tracks. Fly through the heart of a vol- 
cano into a jungle and through Mayan ruins, 
avoid skyscrapers at breakneck speeds in 
Sin City, zip through an overwrought Grand 
Canyon-ish ravine. No arcade racer has ever 
had tracks quite like this. 

There are five main competition courses. 
These tracks are huge and chock full of hidden 
side passages and short cuts, making them a 
hoot to just explore. There are three training 
arenas to help new pilots get the feel of the 
three customizable planes and a final special 
track, which becomes accessible when you 
complete the tournament mode. 

Or rather, if you complete the tournament 
mode. Plane Crazy is hard, and several factors 
add unnecessary difficulty, starting with the 
controls. The only controller that proved 


Plane Crazy 


Insane aerial tracks 


playable was the SideWinder gamepad. 
Neither the FreeStyle Pro nor the Side Winder 
Force stick provided anything close to accept- 
able handling, which SegaSoft says it will 
address with an upcoming patch. 


Even when you find a decently responsive 
peripheral, it takes a lot of practice to get 
used to the rather imprecise control. The lack 
of a rolling maneuver is regrettable; you have 
to fly nose to the ground to gain speed, mak- 
ing it even more challenging to avoid the 
innumerable course obstacles; and it’s very 
annoying to pick up speeds at higher eleva- 
tions, since the engine’s 
idea of ground level is 
always the same, whether 
or not the actual ground 
below you is inclining. 

Two more problems have 
to do with a lack of proper 
options in the single-player 
game. You should be able to 
turn off the checkpoint-based 
time limit—a pointless hold- 
over from coin-op racers— 
and the power-up weapons. 
You can collect power-ups on 
the courses, including nitros 


You'll learn to hate those pipes... 


Mayhem flying is all part of the show, and your opponents 
will try their best to make. you smash into a wall. 
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for speed boosts, but most 
of them are missiles meant to 
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By Jason D’Aprile 


slow down opponents, and the ability to 
fly without them would’ve been appreciated. 

Internet play is remarkably good. The com- 
puter makes exceptionally smooth predictions 
about the various fliers and can handle up to 
eight at a time. LAN, 
TCP/IP, and HEAT 
(www.heat.net) are 
supported, providing a 
big draw for the game. 
Sound effects are excel- 
lent, too, and the tunes 
that accompany each 
track help give them all 
a unique flavor. 

If Plane Crazy gets 
patched to include more 
acceptable handling 
for other controllers 
and address those two 
missing key options, it 
will become noticeably 
more enjoyable and 
accessible. But even 
with its flaws, there’s 


something about the game’s lush graphics, 
breakneck speed, and awesome tracks that 
grab you. Plane Crazy is almost, but not quite, 
one of the best arcade racers on the market. 


GAMEPLAY: ~ - 
GETTING STARTED: ~ ~- 
GRAPHICS: 

MULTIPLAYER: 
SOUND CHECK: 


PLANE CRAZY 


DEVELOPER: 
PUBLISHER: 


Inner Workings 
SegaSoft 
888-734-2725 

Wee: Wwww.segasoft.com 


REQUIRES: P166, 16MB RAM, 35MB HD, 
2MB SVGA, 4x CD-ROM drive 
32MB RAM, D3D card, 

28.8 or better modem 


Street Price: $30 


RECOMMENDED: 


‘Y Memorize the courses and spend a lot 

of time exploring for short cuts. VY Use 
your missiles wisely. Some scenic targets are worth 
shooting while others aren't; and some of the missiles 
offer sadistic opportunities if a fellow racer is flying by 
at the right moment. You can chain the nitro bursts 
together, but the timing has to be perfect for it to work, 
and you need the room to move at that speed, too. 


NFS: Hot Pursuit 


Smokey and the very fast bandits 


o and Luke Duke go ’90s in EA’s 
Need for Speed III: Hot Pursuit, as 
fine a sequel as has ever come bar- 


reling down the pike. NFSII occupied dozens 
of evenings in our offices, and when we 
learned that NFSIII would feature police 
pursuits, we were ecstatic. 

The basics of gameplay are the same. You 
have your choice of 13 souped-up supercars 
like the McLaren F1 and a Ford Mustang GT. 


Let’s see the fuzz try to chase me down in this rig. 


There are eight road courses modeled from 
real-world stretches of road, in varying envi- 
ronments such as cities, mountain passes, and 
forests. The cars have individually tailored 
characteristics—the most prominent ones 
being top speed, acceleration, durability, and 
handling—and the different environments 
present different hazards. 


life on the freeway. Your tires 
don’t like rough weather either, 
and the hydroplaning and fish- 
tailing feels eerily true (ahem, not 
that I’ve hydroplaned or fishtailed 
much...). With the included force- 
feedback support, there’s a lot of 
sweating to do. 

But the big MacGuffin—the 
real reason for sequel hoopla—is the addition 
of police pursuit. This option introduces 
tricked-out police cars trying to shut down 
the joyride. Depending on the difficulty level 
you’re playing at (there are three), your 
headaches may include a single patrol car, 
multiple cars coordinating speed traps, or 
even tire spikes stretched out on one lane of 


By Daniel Morris 


The opposition takes a tumble—it’s do or die 
on these mean streets. 


FLY & DRIVE 


control of your car.) If you do 
get run down and pulled over, 
the ticketing process sidelines 
you for a while—usually long 
enough to make the race un- 
winnable as your opponents 
blow by you. 

If you want, you can even 
take the wheel of the police 
pursuers and try to stop them 
bandits. The most engaging 
multiplayer configuration for 
NFSIII is to get about six play- 
ers into the race and then have 
everyone rotate turns as a police 
car. While that person tries to shut down 
the race, everyone else goes for broke. 

NFSIII is a ridiculous amount of fun, 
particularly over a LAN, where the lag is nulli- 
fied. The game plays over modem, but it’s 
noticeably slower; and in a racing game, 
any moment’s slowdown is a momentum 
killer. Get some friends to bring their systems 
over, spawn a big game, and you can have 
fun all night—even if you don’t have Daisy 
Duke cheering you on. 


GAMEPLAY: 
GETTING STARTED: 


GRAPHICS: 
3D ACCELERATED: 


MULTIPLAYER: 
SOUND CHECK: 


the road. (This is flat-out rad; nothing beats 
the thrill of being chased by several smokeys 


It’s meat-and-potatoes arcade racing, which 
is just the way we like it. NFSIII is the ultimate 
LAN racing game. Outmaneuvering opponents 


HOT PURSUIT 


and spotting those tire spikes up ahead, then 
swerving away from the spikes and regaining 


through tight turns is second in pleasure only 
to angling them off the road with well-timed 
bumps. Opposing cars flip and roll with bliss- 
ful abandon, and in NFSIII they sometimes 
explode as well, which takes the unfortunate 


Electronic Arts 

800-245-4525 

Wes: www.ea.com 

REQUIRES: P133, 16MB RAM, 80MB HD, 
4x CD-ROM drive 

P166, 32MB RAM, 

3Dfx or D3D card 

Street Price: $50 


PUBLISHER: 


NFSIII: 


RECOMMENDED: 


explodee a while to recover from. 

Night driving adds a nerve-wracking twist 
to the proceedings; you switch to high beams 
just to try and find the road in the forest 
darkness. Weather effects really send the game 


w Anticipate the turns and begin sliding 

through them early. If you get the timing 
down, you can power-slide through some vicious 
turns without losing much speed. W There are no 
rules against bumping. At high speed, it takes just a 
well-angled nudge to steer a bad guy off the road. 
Try tapping a rear corner from a 45-degree angle and 
watch the fireworks. 'W On the other hand, bumping a 
bunch of opponents right out of the starting gate tends 
to be counterproductive. You usually want to get off 
the block fast before entering into a nudge campaign. 


into overdrive, particularly when it’s accelerated 
via 3Dfx. The rain effects are the best I’ve 
seen in a 3D engine, with water on the black- 


The 3D-accelerated weather effects make 
for some hairy racing. 
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top spraying up in a mist behind the tires and 


splattering your windshield—just like in real 


= 


FLY & DRIVE 


or years, flight-sim makers have opted 
to model only the most celebrated air 
forces and aircraft, overlooking planes 
developed and flown by several less prominent 
nations. Happily, Jane’s Israeli Air Force takes 
a different tack, portraying several of the most 
intense air battles fought between Israel and 
her many Arab neighbors. 

Interestingly, a team of former Israeli Air 
Force pilots and other servicemen is responsible 
for developing this title; and rather amazingly, 
it shows in virtually every aspect of play. The 
attention to detail is extraordinary, from the 
fully articulated control surfaces for each air- 
craft type to the authentic-looking Hebraic 
markings stenciled on the aircraft. Visually, 
IAF is surprisingly adept as well, rivaling any 
other air-combat sim published to date. The 
pyrotechnic effects are crisp and vividly 
rendered, while the terrain set (taken from 
stereoscopic satellite data) is effectively 
handled, showing only the slightest signs of 
pixelation during low-level flight. 

Six aircraft are modeled, including the French- 
built Mirage III, the US-built F-4E and F-16D, 
the US-designed and Israeli-improved F-4 
2000 and F-15 2000, and the Israeli-built Kfir 


- ae ze a fe 


realistic cockpit view. 


C.7 and Lavi 8A Advanced Tactical Fighter, 
Each aircraft is exquisitely depicted, from the 
marvelous 3D exteriors to the photorealistic 
instrumentation panels and crisp heads-up 
displays. What’s more, many of the instru- 
ments and displays can be activated with a 
mouse-click, so you don’t have to remember 


The Israeli Kfir C.7 fighter, complete with various 
types of ordnance under its wings. Above right is a 


Israeli Air Force 


Defending the Promised Land 


all sorts of keyboard combos 
when the action heats up. 
You get excellent multi- 
player options: any of the 
campaign missions can be 
flown cooperatively; there 
are six multiplayer-specific 
missions; the host can use 
the mission creator; and, 
of course, you can dog- 
fight. IAF supports up 
to eight via IPX/SPX or 
TCP/IP; and it’ll be avail- 
able on Jane’s Combat.net 
(www.janescombat.net). 
The single-player op- 
tions include a full-featured mission 
creator and two training modes, plus six 
campaigns. Three are based upon actual 
historical events (the 1967 Six Day War, the 
1973 Yom Kippur War, and the 1982 Lebanon 


War), while the remaining three set 
up a potential near-term conflict be- 
tween Israel and Syria/Iraq. 

Curiously, you can fly any mission 
in any order in the historical campaigns, 
but you must fly in sequential order 
during the hypothetical campaigns. Why 
the limitation? Equally puzzling is the 
way in which the Scramble (instant- 
action) mode has been implemented. 
Instead of being able to create your 
Own mission setup with aircraft and 
weapons of your choice, you have to participate 
in missions randomly selected by the computer. 
It’s odd, considering the game’s breadth and dif- 
ferent aircraft types. 

But these minor issues are overshadowed by 
the wealth of detail and splendid way in which 
IAF captures the particular flavor ascribed to 
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By Marc Dultz 


This updated F-15 2000 twin-engine fighter is one 
of many accurately modeled IAF jets. 


each air war. Perhaps for the first time ever, 
you can find out firsthand what it was 
like to strap on an F-4E, then come in low 
and slow over the Golan Heights as dozens of 
surface-to-air missiles lunge for your hot 
engine-exhaust. The Al is challenging, the 
gameplay is refreshing, and the number of 
playing options is staggering given the scope 
of the conflict. IAF breathes new life into 
the somewhat staid air-combat genre. 


ISRAELI AIR FORCE 


___ GAMEPLAY: B+ 
GETTING STARTED: = + 


GRAPHICS: “\- 
3D ACCELERATED: /\ 


MULTIPLAYER: \- 
SOUND CHECK: | +- 


Pixel Multimedia 

Electronic Arts 
800-245-4525 

Wes: WWw.janes.ea.com 

REQUIRES: P200 MMX, 32MB RAM, 
251MB HD, D3D card, 

4x CD-ROM drive, joystick 
P266, 32MB RAM, 635MB HD, 
Voodoo II/AGP card, 8x CD- 
ROM drive, rudder pedals 
Srreet Price: $45 


DEVELOPER: 
PUBLISHER: 


RECOMMENDED: 


v Whenever dogfights involve multiple 

aircraft, make sure to initiate the | 
Mode by pressing F12. This mode serves as an IFF 
(Interrogation Friend-or-Foe) device, which will allow 
you to fix the identity and heading of all enemy aircraft 
within visual range. 


Rage of Mages 


Command & chan 


ave you ever bemoaned the lock-step 
similarity between units in Warcraft? 
ae Ever wanted a bit more tactical 
control over your characters in Might and 
Magic? Looking for C&C meets Wizardry? 
Well gather ’round, folks, because Rage of 
Mages brings us two great tastes that taste 
great together. Role-playing real-time strategy? 
You bet. Monolith imports this delightful hy- 
brid from Mother Russia, scoring an unlikely 
success with an unheard-of mix of genres. 

Your main character gathers various heroes 
and followers throughout journeys in Allods, 
taking them through a vast assortment of 
quests in an effort to build their strength for a 
final confrontation on the Isle of Uimoir. The 
hub of the game is the city where you recruit, 
train, and equip your heroes. The blacksmith 
offers a bewildering selection of weapons 
and armor, equippable in a manner similar 
to Diablo. At the inn, you meet heroes who 
will join you in your questing, and you also 
hire temporary followers to serve as your 
main fighting force. 

ROM*’s best element is its numerous and 
well-designed quests. They’re often simply 
stated, as in “Rescue the captured mage,” but 
they can become much more. Once a mission 
is completed, you’re allowed to continue 
playing—a nice way to get more treasure and 
experience. In one mission, a party of knights 
goes to help a human village fight against 
raiding orcs. The band is wiped out in an 


ambush, and an seapi night beseeches 


= 


Pater seek improved. s =. 


Teamwork: Wizards drain the life 


you for help rescuing 
his party’s captured 
mage. Once you’ve 
accomplished that, 
you can continue to 
the town that’s been 
raided, heal the few 
remaining knights 
who’ve made it 
there, and go with 
the townspeople to 
exact vengeance on 
the orc village. This 
open-endedness is 
extremely satisfying 
and occurs frequently. 

While the top-down view offered in the 
game looks and acts much like Warcraft II’s, 
the elevated 3D terrain, shadows that change 
with the time of day, and the dynamic-lighting 
effects for the multitude of spells all serve 
to deliver a rich vista. The units are colorful 
and detailed, their animations are excellent, 
and they clearly show the weapons they’re 
holding both in the game and in the well- 
executed picture in the interface. Although 
most of the changes in armor and weapons 
are not accurately reproduced, it’s easy to 
distinguish units even during a pitched battle. 
As for the battles themselves, ROM handles 
them surprisingly well. 

While some of the movement features are 
flawed—Autoformation didn’t work well— 


you re ee roughly as much control as in 


any other RTS game. You 
can group units via the 
standard RTS convention 
of Ctrl-#, and you’re offered 
different movement and 
attack choices (such as 
Swarm, for attacking in a 
group). With some prepa- 
ration, your units behave 
with surprising intelligence. 
During one fight with an 
ogre, I found that one of 
my mages had ceased 
casting fireballs and had 
instead begun casting 
much-needed heal spells 
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ICS By Matt Holmes 


Good 4 thing 1 i found that lightning stat. 


on my bloodied knight—without my 
telling him to. These well-implemented 
elements made the frequent battles detailed 
and exciting. 

On the downside, Rage has an annoying 
soundtrack, and like most RTS games, it 
suffers from repetitive responses when you 
give your units orders. Still, while it doesn’t 
have the gloss and glitter of the more recent 
RTS or RPG titles, Rage of Mages makes up 
for it with an inventive genre-mix that serves 
up a hearty helping of that almost-forgotten 
dish—gameplay. 


" GETTING STARTED: A 

| GRAPHICS: B + 
MULTIPLAYER: 
SOUND CHECK: 


OVERALL 


Kills two birds with one stone. 


RAGE OF MAGES 


Monolith 

800-241-4263 

Wee: www.rageofmages.com 
Reauires: P100, 16MB RAM, 85MB HD, 
4x CD-ROM drive 

32MB RAM 

$50 


PUBLISHER: 


HECOMMENDED 


Croccy Daire: 
OTREET PRICE 


pg VY Always Swarm-attack, but 
La remember to Stop Wizards so that 
they'll heal your fighters during combat. 
¥ Spend your money on armor and weapons, 
not skills, especially early in the game. You 
can develop skills on the road. W Even when 
you've met the mission objective, explore 
the rest of the map. You'll find treasure and 
gain fighting experience. 
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92 MICHAEL RYAN-LW 


id Meier’s Civilization notwithstand- 

ing, there’s simply no other computer 

game or series that keeps me coming 
back more often than EA Sports’ NHL titles. 
And as good as these have been in the past, this 
year’s version, NHL 99, is bigger, better, and 
more enjoyable in almost every way. 

NHL 99 offers exhibition, season, and 
playoff modes, as well as shoot-outs and 
coaching drills for honing your skills. The 
game includes all 27 NHL teams along with 
18 international teams. 

Gameplay is basically the same, with several 
new features that help improve the overall qual- 
ity of each game. Shot deflections are much 
more prevalent this year, for starters. Shoot a 
puck and any teammate between you and the 
goal will automatically try to get a stick on 
it. Because of this feature, I saw a dramatic 
increase in goal scoring at both ends of the ice. 
In fact, through two full 26-game seasons (at 
Pro and All-Star levels), | managed to win only 
four games via shutout. 

Rebounds are still a great way to score, 
though straight one-timers (without a deflec- 
tion) are an exercise in futility. Breakaways 
are pretty tough, too, but only for your 

‘team—the computer seems to score at will 
when it gets a breakaway. 

Some of the game’s other notable new 

features include the ability to force your goalie 


will toss your center out of a face-off if you get 


nh 


tle chucks, and the ref will call penalties. 


to cover up the puck, a video-goal judge feature 
that checks questionable goals, and a ref that 


the AI will actually retaliate for those after-the- _ 


NHL 99 


The hottest game on ice gets hotter 


By Michael E. Ryan 


The fighting option can be fun at first, but it 
gets pretty repetitive after a few games. 

The Voodoo II-enhanced graphics are 
superb, but the other graphic modes are pretty 
good, too. Using a RIVA 128ZX~-based card on 
a P233 MMxX delivered respectable image qual- 
ity and performance, and the software renderer 
looked decent and moved along nicely on the 
same machine. 

Difficulty levels are fairly well stepped, but 
the difference between Pro and All-Star has 


~ more to do with the number of hits than any- 


thing else. On All-Star, you’ll be hard-pressed 
to hold the puck for more than a second or 


two before a computer player clobbers you. 
_ EAclaims that the game supports up 
to 12 players over IPX, TCP/IP, and modem 
links. However, because I didn’t know even 
half that many people who had the game at 
the time of this review, I was unable to test 
» that claim. The game’s remote-league feature 
is aneat idea, but accessing it over modem or 
= Internet links is a slow, clunky process. 
The game has a few other flaws, including 
the fact that you can’t change difficulty levels 


lengths during the course of a 


NHL 99’s replay camera-angles show off the game’s excellent ani 


hia 
it " 
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mations. 
factually incorrect quips from Jim Hughson 
and Daryl Reaugh. 

Still, these shortcomings detract little from 
NHL 99’s overall quality. Its excellent gameplay 
and new features make it even more enjoyable 
than its previous incarnations. 


GAMEPLAY: 
GETTING STARTED: AA 


GRAPHICS: B- 
3D ACCELERATED: AA 


MULTIPLAYER: 
SOUND CHECK: 


NHL 99 


DEVELOPER: 
PUBLISHER: 


EA Sports 
Electronic Arts 
800-425-4525 

Wes: www.easports.com 


Requires: P166, 16MB RAM, 30MB HD, 
4x CD-ROM drive 
Recommenoep: P233, 32MB RAM, 100MB HD, 


D3D or Voodoo II card, 
8x CD-ROM drive 
Street Price: $40 


Y If you can nail a one-timer from the 
point during offensive face-offs, chances 
are that one of your wingers will deflect the puck onto 
and/or into the net. W Shoot, shoot, shoot—rebounds 
are still the best way to score in this game, so fire that 
puck every chance you get. Also, if you see some 
teammates near the net, shoot low. (Low shots typi- 
cally generate better rebounds.) W If you're having 
trouble scoring, try the Funnel offense with the pres- 
sure setting at 100 percent. The Crash the Net offense 
works fairly well, too. ‘ If a computer player gets a 
breakaway, do everything you can to take him down 
before he shoots. The Al is much more likely to score 
on a breakaway than on a penalty shot. 
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MAKES OYSTICKS 
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FL Blitz is based on football, but 
thankfully it doesn’t pretend to be a 
football sim in the slightest. This 
arcade port showcases the brash violence and 
cocky attitude of the NFL’s hard hits, big plays, 
circus catches, and end-zone celebrations. 


It’s fast-paced, its graphics are cartoonish 
and fantastical in a player-as-superhero sort 
of way, the crunching sound effects and voice- 
overs are perfect, and it’s one of the most 
addictive two-player games around right now. 

If you’ve been hoarding your quarters for 
laundry instead of the arcade, you’ve missed 
out on last year’s arcade hit from Midway. 
The PC version is as faithful a port as I’ve 
ever seen—right down to the numerous cheat 
codes (see the Cheats section this issue). 

You don’t have to really know anything 
about football to enjoy Blitz. It helps, but 
the three-button game and simplified football 
rules make it approachable for anyone. You 
get seven guys on a team. You have 15 plays 
on offense and 9 on defense. 

What more do you need? Pick a play, hike 
the ball, push one button to jump, another 
to pass the ball to one of three receivers, and 
another for turbo-speed bursts. Push turbo 
and the jump button and you’ll jump higher. 
Push turbo plus tackle and you'll tackle harder. 
You get the idea—it’s simple. Combine that 
with the “anything goes” football rules (no 
pesky pass-interference penalties, no late-hit 
penalties—no penalties at all) and you have an 
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jon gives you more time to rough up the 


NFL Blitz 


Football mayhem 


Freese er oe 


entertaining and action- jj 
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packed “football” game 


Now here’s the part 
where we PC gamers 
climb up on the soapbox 
and talk about standards 
in the PC-gaming mar- 
ket. We have PCs, not 
arcade machines or con- 
soles. We want options. 
We want to fiddle with 
stuff. We want to set up 
dream playoff brackets 
and trade players and 
take our team through 
the season into the play- 
offs and all the way to the Super Bowl. 

No dice. I said it was a faithful arcade port, 
and I meant it. Once the novelty of the out- 
landish tackles and TD celebrations wears off 
and you’ve mastered the plays, the reasons to 
keep Blitzing single-player are statistical. 
Perhaps you’re determined to get listed in the 
Top 5 of every offensive and defensive statisti- 
cal category, or make the “Grand Master” 
board, accomplished by beating all 30 teams. 

While the single-player mode is a bit shal- 
low, multiplayer is a blast. The onscreen 
taunting and antics of the players combined 
with the hilarious announcing really get the 
adrenaline going. Blitz games become button- 
pounding festivals of smack-talking, double- 
sacking, bomb-throwing 
brilliance. We played til 
our hands (and throats) 
were sore. 

But again, this is 
a strict arcade port. 
Multiplayer’s limited 
to two players on one 
machine. No modem to 
modem, no LAN, and 
certainly no TCP/IP. 
Those options are being 
investigated for NFL 
Blitz 99, a four-player 
version that’s in arcades 
now and due on your 
PC next summer. 
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By Willem Knibbe 


7; , F % 10 JOIN IN > 


High-stepping it into the end zone. 


Blitz does fumble in a few areas—about 
one in four games froze up on me. And 
because the arcade box uses the same 3Dfx 
chips as on a Voodoo board, this game is 
primed for that card (check the requirements 
below for 3Dfx vs. D3D systems). 

But if you have the hardware and a need 
for some in-your-face, hard-hitting, football- 
ish fun, you won’t go wrong with Blitz. 


GAMEPLAY: B- 
GETTING STARTED: AA 
GRAPHICS: B+ 
MULTIPLAYER: 
SOUND CHECK: 


NFL BLITZ 


Big-time arcade hits 
through and throu 


DEVELOPER: 
PUBLISHER: 


Midway/Point of View 

Midway 

800-656-5443 

Wes: www.midway.com 

REQUIRES: With 3Dfx: P166, 32MB 
RAM, 8MB HD, 4x CD-ROM 
drive. With D3D: Pll 233, 
32MB RAM, 8MB HD, 
4x CD-ROM drive. 

RECOMMENDED: P200 for 3Dfx 

STREET Price: $45 


Y Because designer and programmer 

Mark Turmell is from Detroit, the Lions 
have a leg up on the other teams—they'll often get 
that late, crucial score. W A double-tap up on the 
D-pad makes your play-highlighting box disappear 
so that your opponent can't see what play you're 
calling. Field goals are gimmes once you cross 
the 50-yard line. 
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YOUR STRATEGY. YOUR WAR. 


Think you've got the strategic skills to challenge some of the greatest military minds of all time, soldier? 
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It's 1998 and World War II is about to begin. But this time, the outcome is up to you. 
Axis & Allies, the classic strategy game, is now on CD-ROM. 
Every battle, campaign, advancement and attack comes to life on your PC with an easy-to-use interface so you can 


concentrate on the only thing that matters; all-out victory. Take on the whole world. Better yet, take it over. 


Lead your armies into battle on Realistic graphics, sound effects, Wage war over LAN, modem-to-modem 
a highly detailed interactive map that and tons of World War II footage or the Internet via Microsoft's 
recreates all WWII theaters of war. bring the battle to life. Internet Gaming Zone. 


CD-ROM 


For more information about Axis & Allies CD-ROM, please visit our website at www.axisandallies.com or call 1-800-400-1352 
©1998 Hasbro Interactive, Inc./Hasbro, Inc. All Rights Reserved. ' 


HASBRO 
Interactive 


guess it was just because I’m a tad bitter 

that we’re gonna have to wait until next 

year for Age of Kings, the full-fledged 
sequel to Microsoft’s Age of Empires, but at 
first I wasn’t that impressed with the Rise of 
Rome expansion pack—even though it’s got 
new units to toy around with, enhanced features 
(the queuing ability is a huge time-saver), 
appropriate new technologies, and a whole 
new campaign. 

Then on second look (and third and fourth), 
I changed my mind. For less than 20 bucks, 
you get quite a bit of RTS bang. First off, there’s 
a new Gigantic map size that’ll totally change 
your gameplay. Unless you’re an aggressive 
attacker (or playing in multiplay), this map size 
gives you plenty of time to build up your forces 
and advance through the ages before you even 
see any opponents. 

There’s also the ability to queue your units. 
Even if the unit can’t be produced immediately 
(you’re short on resources or need to expand 
the local housing), it will be queued anyway 
and created at the first opportunity. Now, if 
only you could set rally points... 


The five new units available are the Armored 
Elephant (as if the originals weren’t tough 
enough to take down!), the bleating Camel 
Rider, the Fire Galley, the Scythe Chariot, and 
the Slinger. Most of these fall easily into other 
tactical categories—e.g., you'll want to group 


the Slingers as you would archers for more 
effective range damage—except for the Fire 
Galley. This short-range ship packs quite a 
wallop—it’ll fry almost any vessel in short 
order—but it takes some maneuvering to bring 
it close enough to broadside other ships and 
keep it near enough to deliver its fiery payload. 


doplite 


Two of the four new technologies, Medicine 
and Tower Shield, simply enhance existing 
aspects of the game. (Medicine increases the 
priest’s healing rate, and Tower Shield provides 
added protection for infantry against missile 
weapons.) But the other two add a whole new 
layer to gameplay. Logistics allows your barracks 
units to count as only one-half of a normal 
unit, essentially allowing you to exceed the 
population limit. And after researching Martyr- 
dom, your priests can instantly convert 
an enemy unit by self-sacrifice. It’s amazing 
what havoc you can wreak by throwing 
several of these kamikaze priest bombs, 
with their automatic-conversion ability, 
into the enemy camp. 

There are also four new map types— 
Continental, Mediterranean, Hill Country, and 
Narrows. About the only terrain that affects 
gameplay is the cliffs that block your advances 
and serve as excellent defensive positions. 

The four new civilizations (Roman, Cartha- 
ginian, Macedonian, and Palmyran) all have 
unique attributes that need to be considered 
in single- and multiplayer campaigns. But 
there’s also a new random-civilization option, 
so you won’t know who you’re playing until 
the game starts. 

Some nice features have been added to 
the interface. You can now select all units of a 
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particular type by double-clicking on any 
individual unit, for instance. You can also 
automatically zoom to a trouble spot by hit- 
ting the Home key or the middle mouse-button 
when an attack warning goes off. 
While it’s no sequel, this “middle age” 

between Empires and Kings is good enough 
to sustain us until AOEII arrives. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 
MULTIPLAYER: 
SOUND CHECK: 


OVERALL 


Another slice of the AOE pie. 


Ensemble Studios 
Microsoft 
800-426-9400 


www.microsoft.com/games 
P90, 16MB RAM, 80MB HD 
32MB RAM, 130MB HD, 
modem 

$30 


AOE: THE RISE OF ROME 


Use the Fire Galleys against ships 

already locked in combat. If you can 
sneak up on them, you'll most likely be able to 
wipe them out before they can react. W If you're 
a big trader, the new Palmyran civilization has 
distinct advantages, such as free tribute and dou- 
ble gold for trade routes. W Research Logistics 
as soon as possible—doubling your barracks-unit 
limit kicks ass. 


Emergency: Fighters for Life 


The 411 on some 911 (with no 187) 


First things first: Send in the fire trucks, then the medics. 


ife’s not fair; bad things happen to 
good people; existence is suffering. 
I’m not spouting these metaphysically 
limp, tofu-eating clichés simply to annoy you, 
but rather to prepare you for the melancholy 
fact that you won’t get to kill anything in 
WizardWorks’ new real-time strategy game— 
at least not directly. Emergency: Fighters 
for Life is that most dubious of electronic- 
entertainment efforts, a pointedly nonviolent 
computer game. As wrong as this seems on 
the surface, kindly read on. Like the song says, 
There’s something happenin’ here; what it is 
ain’t exactly clear. 

Ain’t no “man with a gun over there” in 
this title, but plenty goes wrong nevertheless. 
You’re put in charge of fire, paramedic, police, 
and other disaster-battling forces, and the 
object of the game is sav- 
ing lives in the aftermath 
of various crises. Pick 


your incidental poison— 
plane crashes, forest 
blazes, electrical fires, 
toxin spills, twisters, car 
wrecks, earthquakes, 
even terrorist attacks— 
this visually detailed RTS 
makes you clean up after 
the screwups of both man 
and nature. Tm 
With only the lamest : 
excuse for an in-game 
tutorial, Fighters starts 


a fel” eva sore 


Victims must 


the player off with a 
relative cakewalk: A 
motorcycle-auto colli- 
sion on a rural road, 
complete with dying 
victims, a potential 
gasoline-fire hazard, 
and the ubiquitous queue 
of motorists just wait- 
ing to form a traffic jam. 
Missions in Fighters start 
with a quick survey of 
the disaster in question, 
followed by a perusal of 
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a large-area map showing 
the various staging bases 
at your disposal (medical centers, police 
stations, etc.). 

The first mission is, logistically, almost a 
no-brainer. Later, you’ll actually have to use 
your brain, dispatching the game’s 30 different 
vehicles, personnel types, and disaster-fighting 
resources (stretcher-toting medical orderlies, 
firefighters, traffic-diverting police officers, 
water-cannon trucks, firefighting planes, bull- 
dozers, flatbed transports, and more) to where 
they are most urgently needed. 

The actual on-scene operations are, func- 
tionally, hardly different from any Command 
& Conquer game: Click on something, target 
something else—only in this case, you’re loos- 
ing medics on wounded people, flatbeds 
on trashed vehicles, airplanes on firestorms. 
(Due to the specific nature of each lifesaving 
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classified before they can be moved. 
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unit, a more methodical, step-by-step tutorial 
would have been nice.) 

Each mission starts before you even arrive 
on the scene: What will you need and, more 
importantly, what do you have at a given 
moment? Can you get away with individual 
doctors’ vehicles, or will you need a squad of 
ambulances? What’s the minimum number of 
police officers you can have while still success- 
fully diverting traffic from the crisis areas? 
(One of the game’s more annoying facets is 
that you'll flawlessly douse a fire and evac all 
the victims, only to have an unchecked traffic 
jam ultimately cost you the mission.) Indeed, 
when the collective reactive force at a given 
disaster includes too many vehicles, you'll 
need a mobile command-center just to coordi- 
nate the rescue efforts. 

Fighters for Life is an admittedly unusual 
spin on the standard build-swarm-destroy 
scheme of the real-time strategy genre, and 
it’s sure to be a big hit with the so-called 
“suardians” who forbid kids to play with 
toy guns and such. The game’s presentation— 
music, visual style—exhibits a slightly 
distracting touch of eastern European 
cheesiness, but none of it really affects 
the gameplay, and the life-saving spin 
actually forces the RTS gamer to think in 
new ways. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 
MULTIPLAYER: 
SOUND CHECK: 


DEVELOPER: 
PUBLISHER: 
REQUIRES: 


TopWare Interactive 
WizardWorks 

P120, 16MB RAM, 150MB HD, 
4x CD-ROM drive 

P200, 32MB RAM, 

4x CD-ROM drive 

Street Price: $20 


RECOMMENDED: 


¥ Don't forget ABC protective gear! It 

won't do you any good to get rescuers 
to the scene earlier if they're unequipped and die 
before completing their tasks. W Don't just react, 
prevent—a close examination of the crisis site may 
reveal a sub-disaster waiting to happen or a threat 
that can be averted from the word go. 


EMERGENCY: FIGHTERS FOR LIFE 
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HERE’S WHY. 


“Cin iF/A-18E CSF)...you'll never have to fly 


the same mission twice, and you'll experience 


an unprecedented degree of interaction 
between allied and opposing forces on the 


land, in the air, and on the seas." 


- All About Games 


“Beyond the very realistic gameplay [In 
Spearhead], the graphics in this Tunisia 
based combat game look fantastic." 


- Next Generation 


iF/A-18E 
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4'/. out of 5 Stars - Great Battles of Alexander 
4 out of 5 Stars - Great Battles of Hannibal 
4 out of 5 Stars - Great Battles of Caesar 


- Computer Gaming World 


“If you like empire building games...you'll 


love Knights & Merchants." 


- PC Games 


« ..this could be the best looking wargame 
of this type ever." 


- Computer Games Strategy Plus 


INTERACTIVE 


Visit your local retailer or call 1-800-789-1534 
www.imagicgames.com 


iF/A-18 Carrier Strike Fighter, North vs. South, Great Battles Collectors Edition, Spearhead, Knights & 
Merchants, and Road to Moscow are trademarks and Interactive Magic is a registered trademark of Interactive 
Magic, inc. © Copyright 1998. All rights reserved. Ail other trademarks are property of their respective owners. 


t’s no secret that Sierra prematurely 
released three unfinished products in a 
row last year, each followed by a barrage 
of patches. I admire Sierra for keeping the 
development team hard at work months after 
games are on retail shelves, but why must 
companies continue to rebundle incomplete 
games with bug fixes and extra missions and 
sell them as Gold, Special, or Deluxe editions? 
Is Sierra sending a message to wait a year after 
a game is out for the “full” version? 

Sierra’s ill-fated Pro Pilot recently became 
Pro Pilot USA, Red Baron II is now 3Dfx- 
accelerated as Red Baron 3D, and now, Lords 
of Magic has evolved into Lords of Magic: 
Special Edition. It’s a patched-up version 
of the game with updated features and a 
collection of all-new quests for $40 (minus 
a $20 rebate offered to owners of 
the original). 

The game is both a turn-based 
and real-time strategy game with 
fantasy and RPG elements. Players 
navigate their parties on a huge map 
while taking turns with up to seven 
other computer or human opponents. 
While traveling across these lands and 
visiting numerous locations (mines, 
villages, towers, etc.), the goal is to 
collect resources and expand your 
armies while securing your capital 
city. Combat is handled in real time; 
the game switches to an isometric 

_ view as your parties fight a motley 


Taking a Great Temple isa critical task in this game, 


As with the original LOM, combat is executed in 
real time in the Legends of Urak quests. 


collection of fantasti- 
cal beasts. 

The Legends of 
Urak expansion pack 
provides five new 
epic quests for more 
experienced players, 
including the Death 
Quest, where players 
can assume the role 
of the bad guys for the 
first time in the LOM 
universe. Other adven- 
tures include the Fire 
Quest, which offers 
the chance to solve the 
mystery of the extinguished Eternal Flame, and 
the large, D& D-like Earth Quest, in which 
players must defend their homeland against 
orcs and ultimately slay a mighty dragon. 

The new LOM also includes a more robust 
map-editor, new custom maps, and better AI 
(combat is less predictable), plus a slew of new 
monsters, buildings, artifacts, and spells. 

While some of the original’s problems have 
been rectified, don’t expect a completely pol- 
ished game. There were still random freeze-ups 
and crashes, and I was told by the developers 
that my new 12MB Matrox Mystique G200 
(a 2D card) and other similar 2D/3D combo 
cards on the market have been known to con- 
flict. Therefore, a “feature” was implemented 
so players can use Impressions’ own proprietary 
“software blit” drivers. 
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Secondly, multiplayer gaming over WON.net 
proved impossible to get off the ground, even 
with only two people during “off-peak” hours. 
Apparently, beta testing confirmed that LAN 
and Kali play work just fine. 

And while the original’s prolonged load 
times have been addressed, the fix is at the 
expense of hard-disk space: the minimum 
install is close to 200MB now, while the 
maximum is close to a whopping SOOMB. 

In short, it’s disappointing to play a deep, 
involved, and well-thought-out game (for the 
second time, even) that’s plagued with short- 
comings that seriously affect gameplay. 

Depending on your patience level and 
fondness for the original, this “Special 
Edition” will either add another layer of 
depth to an immersive single-player game 
or just frustrate you. If you’ve never played 
LOM and consider yourself a diehard fantasy 
and strategy enthusiast, I recommend you 
play Warlords III: Darklords Rising, wait 
til LOM:SE is in the bargain bins, or blow 
the dust off Heroes of Might and Magic II 
or Lords of the Realm II. 


GAMEPLAY: & 
GETTING STARTED: & 
____ GRAPHICS: C 

MULTIPLAYER: {= 
SOUND CHECK: & 


DeveLoper: 
PUBLISHER: 


Impressions 

Sierra Studios 

800-757-7707 

Wes: WWW.Sierra.com 

Requires: P100, 16MB RAM, 287MB HD, 
4x CD-ROM drive 

P200, 32MB RAM, 476MB HD 
$40 ($20 rebate for LOM 
owners) 


RECOMMENDED: 
STREET PRICE: 


Y Understand what all of your spells 

and artifacts are and what they do 
before you begin adventuring. Chances are, they'll 
be essential to survival, so use the hint button for 
complete descriptions. ¥ The Earth Quest is the 
longest and hardest out of the Urak bunch, so don't 
accept it until you've invested at least 20 hours in 
the game. © Click on the middle star in the quest- 
selection area to unearth a hidden quest. It's a nod 
to the game's popularity in Germany. 


LORDS OF MAGIC: SPECIAL EDITION 
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side) whose fire is merciless 


he more things change, the more they 
stay the same. Eleven years after the 
first iteration of this Capture the Flag 
game appeared on the Amiga as FirePower, 
the sequel to 1996’s Return Fire remains a 
joyful, basic contest of action and strategy. 
It’s only when it violates that spirit of sim- 
plicity that it runs into trouble, and, fortu- 
nately, that doesn’t happen very often. 

The premise is utterly without 
pretense. You’re in direct control 
of one of six craft from one of 
three perspectives: the helicopter 
(similar to SWIV 3D Assault); 
rear view on ground 
level; and first-person. 
From your under- 

ground bunker or 

aircraft carrier, you 

send them out to 

destroy the other 

side’s stony installa- 
tions and expose its hidden flag. 

_ Two of the craft are new to RF2. The 
jump jet can fire air-to-air missiles and 
drop a little hellraiser of a bomb, while the 
PT boat is supplied with a deck gun, torpe- 
does, and a SAM launcher. 

Dispatch a jeep to pick the flag up and 
return intact to your own base. Success, as in 
_ Return Fire, is rewarded by one of the game’s 
~ trademark flourishes of classical music. 

But even in the tutorial maps, success is 
elusive. The 30-plus landscapes—now fully 
3D and visible to an impressive depth—are 
broken up by concrete barriers 
and gun towers (color coded by 


and on target. And that’s to say 
nothing of the enemy vehicle-of- 
the-moment, which, while on 
its own flag-seeking tasks, is 
only too willing to pounce. 

Essentially, this is still very 
~ much the simple game that vets 
of the earlier versions loved. 
The most notable change is 
a new strategic wrinkle: re- 
sources. Each player now has : 
separate three-tiered, linked = 


Return Fir 


Simple is good 


systems for radar, 
power, fuel, and 
ammo. Taking them 
out will have a de- 
cided impact on your 
Opponent’s capacity 
for flag-grabbing. 

It’s a lonely kid 
who plays Capture 
the Flag by himself, 
and so it is with 
RF2. The single- 
player game, while 
charming even when 
you're just driving 
around, has an abun- 
dant sense of empty 
space and untapped 
potential. With even one human opponent— 
via a full range of multiplayer options 
(including Mplayer)—the game positively 
blossoms. I’d love to see it with a full slate 
of 16 people in action. 

Just three caveats: 

(1) A level editor should’ve been part of 
RF2’s package from the get-go, to ensure it 
more than the few months a new game typi- 
cally gets to bask in the sun. 

(2) RF2 requires a lot of setup busywork. 
I'd like to be able to play through the levels 
in easy sequence in single-player mode. 
As it is, once you’ve beaten a map, you 
must go to game setup and select the next 
manually. And while I appreciate the ability 
to configure controls for each of the six vehi- 


The Green chopper goes looking for Reds to snuff. 
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One of my tanks prepares to roll over a low-level | oe 4 


enemy installation. es 
cles—RF2 is nothing if not ee ble—a | ee | 
global option would’ve allowed the player oe 
to set them all at once. 
(3) It’s somehow not as much fun smush- — | 
ing the fleeing men with your tank anymore. 
With a set of mapmaking tools and 
fewer mouse-clicks and button. pushes, _ 
RF2 would be just about ideal. Cue the 
classical music. 


GAMEPLAY: A-= 
GETTING STARTED: B= 
GRAPHICS: A= 
MULTIPLAYER: AX 
SOUND CHECK: B 


RETURN FIRE 2 


DEVELOPER: 
PUBLISHER: 


Silent Software 

Ripcord Games 
888-797-5867 

Wes: www.ripcordgames.com 


REQUIRES P100, 16MB RAM, 150MB HD, 
3Dfx card, 4x CD-ROM drive 
RecommeNoED: P200, 32MB RAM 


Street Price: $50 


Y The aircraft carrier can be taken 
out. It'll take a good seven or eight 
bombs to do the trick, however. (Hey, that’s what 
chat mode is for.) ® The missile launcher requires 
a delicate touch, but it’s a great tool for reducing 
enemy fortifications from out of their range (and 
sight). % Drive carefully when you're handling 
the jeep. Along with being especially vulnerable 
to incoming fire, you can lose it accidentally by 
driving recklessly. 


Caesar Ill 


I came, I saw, I bought a condo 


hree years have passed between 

the releases of Caesar II (which I 

once described as SimCity Goes to 
Ancient Rome) and Caesar III. Was the de- 
lay due to the generation of many new maps, 
or the addition of fresh army units? Was 
it a matter of balancing new building types, 
or improving the graphics? Were new city- 
designing equations being evolved? 

To all of this, the answer is yes. Judging by 
the results, Caesar II] represents more than 
a simple, incremental product evolution. It’s a 
whole new empire. Clearly, this Rome couldn’t 
be built in a day. 

The most obvious changes in the game are 
visual. Caesar II required you to fight wars 
and construct roads on a province map while 
creating your city on a local one. There’s no 
such duality in Caesar Ill. A single map now 
encompasses your domain, the uninhabited 
wilds, and unaffiliated tribal villages. Combat 
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Hannibal’s elephants meet your gates, 


towers, and arbalests. 


occurs in real time at your urban doorstep, 
with specific attackers possessing individual 
objectives. In times of famine, they’ll loot 
your granaries; if they seek money, they’ll 
invade your Senate. 

Expect a lot more buildings, and therefore 
a lot more activities, in Caesar III. You’ll con- 
struct oracles, barbershops, palaces, and two 
types of land bridges. (The more expensive 
variety permits ships to pass underneath.) 
You'll also be able to supplement your people’s 
diets and city income with profits from the 
fishing trade by creating boatyards, wharves, 
and dock areas. New entertainment venues 


include actor colonies, chariot 
schools, gladiator schools, and 
lion houses. As buildings wear 
down due to erosion, neglect, 
fire, or revolt, you’ll have 
engineering posts for on-the- 
spot repairs. 

Excavate beneath the surface 
of Caesar III, and the differences 
are even more marked. Consider 
labor allocation. Formerly, you 
added houses to your city, low- 
ered taxes, and wham!—instant 
population, available for any pur- 
pose. But in Caesar III, a variety 
of things will bring people to your 
metropolis—or drive them away. You'll 
need housing placed in proximity to specific 
businesses, too. 

Temples in Caesar III are no longer generic 
houses of worship. Instead, you’ll erect individual 
temples dedicated respectively to 
Venus, Ceres, Mars, Neptune, 
and Mercury. Please a god and it 
may bless you—with Ceres 
filling your granaries with free 
food, for instance. Slight a god 
in favor of others, and watch 
out. Working the diplomatic 
relationships with supernatural 
beings becomes a strategic game 
subset within the main game, 
one you'll need to accommodate 
with the changing circumstances 
of each new scenario. 

Caesar III does a good job 
of maintaining interest across the nine 
scenarios that comprise a campaign. Each 
time you achieve win conditions in a scenario, 
Caesar gives you the choice of two new loca- 
tions: one in a warlike province, or one 
that requires extensive trade-balancing 
skills. (Of course, you can avoid the 
campaign altogether and play a freeform 
game on one of the 12 pregenerated maps.) 
In one scenario, you might find that all food 
must be imported; in another, the chances 
of fire are greatly increased by a desert 
locale. The game forces you to rethink the 
building process as you move from city site 
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STRATEGY | 


It’s a much livelier Empire than before, with lots of 


wandering inhabitants. 


to site, just as a modern city-planner or 
ancient tyrant might. 

As you can tell, I haven’t come to bury 
Caesar Ill, but to praise it. This real-time 
strategy game was worth the three-year 
wait. Truly, the Roman Empire has risen 
again this fall. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 
MULTIPLAYER: 
SOUND CHECK: 


CAESAR III 


PUBLISHER: Sierra On-Line 

800-757-7707 

Wes: WWW.slerra.com 

REQUIRES: P90, 16MB RAM, 150MB HD, 
4x CD ROM drive 

Recommenoed: P166, 300MB HD 

Street Price: $45 


Y Try to win local tribes’ support or neu- 

trality with a new building, the mission 
post. If you expand into tribal territory without 
approval, they'll pay a social call with pilums pointed 
at your sternum. W You can save money in a scenario 
by ignoring the worship of a god that can't affect you. 
If the province has no water trade, forget Neptune. If 
the province is blissfully peaceful, tell Mars where to 
get off. W Caesar's mood about you gradually wors- 
ens across time unless you give him costly gifts. So 
don't draw out a scenario to sock more monthly 
income away in your private purse. W Right-click any 
of the townsfolk for their valuable opinions on how 
you're running things. W Set up prefectures and a few 
roads first, then add housing, then reservoirs and foun- 
tains. ¥ Multiple towers are your best defense 
against attack. Lure invaders to your gates, then attack 
with legions while your towers bombard at a distance. 


i “The game looks beautiful. The 3Dfx graphics that I saw were flat out amazing.’ -Game Pen 


FOR THOSE OF YOU 
WITH A BURNING 
DESIRE FOR WAR. 
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yclone Studios is a division of The 3D0 Company, "Computer Games Strategy Pits. 


Presenting the hottest action game of the year. Uprising™ 2: Lead and 

Destroy delivers sci-fi warfare like you've never seen, thanks to an 

intense mix of action and fast-paced battle tactics. Command brigades om 
of sci-fi troops, high-tech tanks, gunships and bombers, while fighting ] 
right beside them in the trenches. The outdoor environments? Fully 3D > d 


realistic and stunning. The interface? Streamlined and scorching. The — www.3do.com 


weapon effects? Blazing. The missions? Deep and dramatic.’ Lead and 


Destroy. And discover the heat of intense, planetary warfare. 


don’t know about you, but I’m tired of 
big-mouth ads proclaiming “Nonstop 
Real-time Action!!!” for games that 
swap speed for quality AI. We’ve been glutted 
with speed for a large part of this year, so it 
was a great relief when Darklords appeared 
on my doorstep. 

Why? Because this turn-based strategy 
wargame set in a fantasy universe has always 
been notable for its challenging AI. Darklords 
Rising doesn’t cheat by giving itself extra 
units, attacks, or greater movement; nor does 
it secretly determine where your forces are. 
It plays by the same rules you do, and when 
that Al is pumped up to maximum, it rocks. 
If you win, you can pat yourself on the back 
and lay claim to more than just a high- 
powered joystick. 

Darklords is a standalone game; it doesn’t 
require the original Warlords III release to run. 


In fact, it contains all of the scenarios and the 
major campaign from WIII in addition to 15 
new standalone scenarios, two new shorter 
campaigns, and two long ones. There are also 
nine new multiplayer games and a game editor 
that lets you design your own scenarios and 
edit existing ones. 

Of the new standalone scenarios, Isle 
of Jodea is particularly interesting, with its 
world divided by mountains between four 
good warlords and four evil ones who are 
locked initially in conflicts within their own 


groups. Another good scenario is Toward 


Plague: three evil forces 
united against three 
as-yet unallied good 
ones. WIII players 
who enjoyed the origi- 
nal Banewars campaign 
will relish the return of 
the evil Lord Bane in a 
new 10-scenario cam- 
paign—with themselves 
in the title role. 

As fantasy games 
go, Darklords won’t 
appeal to the purist 
role-player any more 
than its predecessor 
did. It’s abstract in its 
approach, more akin to tabletop wargames 
with their top-down, stackable fighting units 
than those RPGs that concentrate heavily on 
atmosphere and individuality. Spells aren’t 
displayed in combat; they’re simply “factored” 
in, with the pluses and minuses for magic listed 
along each side’s combat bonuses. You’ll never 
believe in the existence of a Darklords scenario 
the way you believe in Britannia, Dominus, 
or Enroth. 

On the other hand, none of the premier 
RPGs let you create your own scenarios or 
multi-scenario campaigns with up to eight 
computer- or player-controlled sides, com- 
pletely customizable through several dozen 
options that affect everything from map size 
to stack size to mana avail- 
ability. And if spells aren’t 
viscerally exciting in Dark- 
lords, they provide an 
interesting strategic di- 
mension. There are 19 
new spells, nine new abili- 
ties (including Banding 
and Cursing), and five new 
hero types. 

There are some features 
that I’d hoped to see in- 
cluded in this release that 
didn’t make it. For instance, 
the small vectoring screen 
doesn’t highlight the city 
you’re in whenever you pull 
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The Horn of Kor is one of the two 10-scenario campaigns. 


it up, which can lead to errors. And there’s no 
option to click on a specific hero and turn off 
whatever spell they’ve cast. 

These are minor points, however. Let the 
companies producing the latest imitation 
shooter or C&C claim that turn-based strat- 
egy games are dead. I’ll take Warlords II: 
Darklords Rising anytime. For a fun chal- 
lenge, strategy lovers, look no further. 


GAMEPLAY: {3 + 
GETTING STARTED: AA~ 
GRAPHICS: 3 = 
MULTIPLAYER: 3 
SOUND CHECK: = 


OVERALL 


A minor but worthy upgrade to this — 
turn-based hit. - 


Red Orb Entertainment 

800-567-2610 

Wes: www.warlords3.com 

REQUIRES P75, 16MB RAM, 80MB HD, 
4x CD-ROM drive 

AecommeNdED: P100, 8x CD-ROM drive 

STREET Price: $40 


PUBLISHER: 


DARKLORDS RISING 


) © Hand your hero easy quests right 

| from the first turn. As he grows in 
strength and more of the map is revealed, switch to 
medium or hard quests. ¥ Note that quests may 
reveal the locations of nearby shrines and cities as 
yet hidden on the map. Pillage or sack other play- 
ers’ cities. Whatever army production is lost there 
applies to units you couldn't produce, anyway. 
” Refuse an offer of surrender in the first scenario 
of any campaign. Keep playing until your enemies are 
down to one city apiece—then leave a few nearby 
cities defenseless. After the enemy grabs those, get 
quests to recover the cities. Repeat. | built three ninth- 
level heroes this way in a remarkably short period. 
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KKND2: Krossfire 


he original KKND (Krush, Kill ’N’ 

Destroy) fared well among Command 

& Conquer fans eager for more real- 
time, shoot-em-up strategy. And let’s face it, 
commanding a bunch of missile-launching 
crabs was pretty cool. Since then, the RTS 
genre has evolved quite a bit—new classics 
like Total Annihilation, Starcraft, Age of 
Empires, and Myth: The Fallen Lords have 
raised the level of quality and innovation we 
expect from a new RTS title. Unfortunately, 
Krossfire offers little in the way of innovation. 
It’s basically the same old formula with a few 
minor tweaks. 

Krossfire (or KKND2) is set 40 years after 
the original’s great war. A handful of humans 
survived the war, along with remnants of the 
mutant race known as the Evolved. Unbe- 
knownst to either of these groups, agricultural 
robots (the Series 9) also survived and adapted 
themselves very well for war. Thus ensues a 
second great conflict. 

You can play as any of the three oppos- 
ing forces (each side gets to fight through 17 
scenarios). As you progress, you can choose 
which mission to tackle next, a welcome 
feature that makes the game almost com- 
pletely nonlinear. 

Gameplay is pretty straightforward 
C&C-style combat with fairly simple 
resource management. As in CXC and 
the early clones, tank rushes are still the 
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By Michael E. Ryan 


best “strategy” for 
winning most battles. 

Krossfire does offer 
a few nice features that 
spice up the formula, 
such as decent way- 
point and unit-queuing 
commands. You can 
even set your queue to 
infinity. Unfortunately, 
you can’t set a rally 
point for new units (a 
la Starcraft and TA). 
And while there’s a 
good selection of well- 
balanced units for each 
side and you can issue 
them specific orders— 
including “guard” and “scatter”—pathing 
is average at best. Your troops frequently 
channel into cattle-shoot formation. 

The AI is very good, and the game is tough 
as a result. For some reason, Krossfire has no 
difficulty settings, which may result in limited 
appeal to any but the most hardcore RTS pros. 

Multiplayer options abound—the game 
supports up to eight players over TCP/IP 
and IPX links, as well as two players over 
modem and direct serial connections. Per- 
formance is decent, and the game seems 
stable during multiplayer matches. Krossfire 
also includes a skirmish mode and lets you 
fill in a CPU player for 
every empty slot. 

The game features an 
impressive soundtrack, 
with mostly upbeat music 
that works very well with 
the action. Sound effects 
are also good, and the 
units’ responses are pretty 
funny (especially the 
Series 9 reply: “Anger 
activated”). The maps 
are gorgeous, with mar- 
velously illustrated terrain 
(especially on the urban 
maps). They’re not 3D, 
however. With the excep- 
tion of infantry, the unit 
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art is pretty good, but their animations are 
rather simplistic, with seemingly few frames. 
Compared to TA’s, these just seem dated. 

The same can be said of the game in gen- 
eral, actually. I’m sure there are plenty who 
still enjoy the “build another base and kill 
everything that moves” style, and for them, 
Krossfire is sure to please. But if you’re look- 
ing for something new and exciting in RTS 
games, this one will disappoint you. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 
MULTIPLAYER: 
SOUND CHECK: 


OVERALL 


KROSSFIRE 


The few nifty gameplay enha 
can’t keep Krossfire from feel 


Beam Software 

GT Interactive 
800-229-2714 
www.beam.com.au 


KKND2 


P133, 16MB RAM, 100MB HD, 
2x CD-ROM drive 

P233, 32MB RAM, 100MB HD, 
4x CD-ROM drive 

$40 


The research center is the key to this 
game, so make sure you use it continually 
to upgrade your buildings and technologies. ¥ Build 
the biggest armor units as fast as you possibly can— 
the tank rush is still the best strategy for winning most 
of the missions in this game. ¥ In multiplayer games, 
take advantage of the infinity queuing to crank out 
an endless supply of key units for the inevitable 
tank-rush battles. 


ack in 1992, Westwood Studios re- 
leased a game that would prove to 
“7” be the great grandpappy of real-time 
strategy games—Dune 2. The baby-smooth 
learning curve and the universe of Frank 
Herbert’s Dune novels made it very popular. 
Its focus was Arrakis, the only planet in 


the universe where the spice Melange could 
be acquired. Needless to say, everyone wants 
it and nobody wants to share. In the game, the 
Houses—Atreides, Ordos, and Harkonnen— 
slug it out in a “three man enter, one man 
leave” style. You play any of the three houses 
in a series of 13 missions each. 

The formula was simple—harvest the spice 
for money to spend on your army, then send 
your army out to “protect” the unclaimed 
spice until you’ve safely harvested everything 
and/or killed everyone. Dune 2 brought this 
formula to life and started a domino line of 
games such as Command & Conquer, Dark 
Reign, Total Annihilation, and Starcraft. 

Now it’s 1998, and Westwood has re- 
sponded to the clamoring of Dune 2 fans 
everywhere by bringing the original up to 
date. Unfortunately, the date it brings it up to 
is 1995. There have been scores of innovative 
additions to the RTS genre, most of which 
have become de facto standards. Waypoints, 
patrolling, unit guarding, build queues, terrain 
effects, and many other elements did not find 
their way into the new incarnation. 


The desperate Atreides try to save their pride, 


if not their base. 


Although we do get updated SVGA 640- 
by-480 graphics in 8- or 16-bit color with 
some moderate lighting and smoke effects, 
there’s less movement control, vehicle variety, 
and terrain types here than in Westwood’s 


By Matt Holmes 


own Red Alert. There are also significant 
changes from Dune 2 to 2000, such as the 
melding of light and heavy infantry into just 
“infantry,” the addition of the engineer unit 
from C&C, and stealth units. 

Despite its lack of modern convention, 
Dune 2000 does have a number of things 
going for it. Its well-balanced selection of units 
includes the usual tanks, mobile artillery, and 
fast-moving machine-gun vehicles—as well as 
infantry...an oft-forgotten and inexpensive 
unit that packs quite a punch in large numbers. 
Computer-controlled neutrals either help or 
hinder your progress during certain missions. 
The cut-scenes are numerous—one before each 
and every mission—and well done. Due to its 
seemingly old engine, Dune 2000 
should have no difficulty running 
on older Pentium machines. 

Most importantly, the original 
feel of Dune 2 is there—the spice 
mining, the special units of each 
house, and the unit-eating sand- 
worms bring you right back to the 
glory days. The updated graphics do 
a marvelous job of wrapping the old 
style in a beautifully designed body. 

Theoretically, up to four players 
can compete via LAN or over the 
Internet through Westwood Online’s free ser- 
vice (www.westwood.com). The online play 
was described by Thorpster, the top-ranked 
player on Westwood Online at the time, as 
“painfully lagged.” It was unplayable with 


more than two, and even with just two it had 
1 to S seconds of lag time between mouse- 
click and corresponding action. Westwood 
has acknowledged the multiplayer problems 
and said a lag-fixing patch is on the way. 

If you’re looking for the original flavor and 
style of Dune 2 with vastly improved graphics, 
sound, and cut-scenes, this game is your ticket. 
But if nostalgia hasn’t sunk its teeth deeply 
into you, pass on this aging ride for one of the 
more modern RTS hotrods. 


4 GRAPHICS: 
__ MULTIPLAYER: = 


OVERALL 


DUNE 2000 


Coulda been a contender but res 
honored laurels instead. : 


Westwood Studios 
800-874-4607 
www.dune2000.com 


P90, 16MB RAM, 60MB HD, 
4x CD-ROM drive 

P133, 16MB RAM, 200MB HD 
$30 


W Controlling the spice harvest is the 

fastest and best way of winning mis- 
sions. Play defensively, building your base defenses 
tightly until you've lost all fear of the enemy. Then build 
harvesters and carryalls. The Al will waste its time 
smashing its troops against your defenses while 
you're busy harvesting all the spice on the map. When 
possible, build 5 to 7 combat tanks and go harvester 
hunting. Don't attack the Al's often well-defended base 
until you control the map. ‘% The most potent defense 
is rocket turrets with Siege tanks behind them. 


lron John Hawk: The Shards of Power 


Repetitive island romp 


Maybe | shouldn’t shoot it in the butt. 
t’s 1998. Games are bursting with accel- 
erated graphics, positional sound, and 


innovative gameplay. So what’s with Iron 
a Hawk? A joint effort between JVC 
Digital Arts Studios and Capcom 
Entertainment, IJH seems to be going in the 
opposite direction from the gaming world. 

In this action/adventure, you (as Iron John) 
have just crashed on an island with deadly 
crabs, giant spiders, iguanas, and other nasties. 
You must find your assistant, Dr. Velda Volanti, 


and fulfill the quest to find your father and 
the “shards of power.” Along the way you'll 
pick up helpful items like ammo clips, 
dynamite sticks, weapons, and health 
packs. Playing from a top-down perspec- 
tive, your main goal is to shoot everything, 
find all the little nooks and crannies, and 
solve a puzzle here and there. The little guys 
(like the rats and crabs) require just a shot 
or two to kill, while the real uglies (the big 
bosses you'll encounter over the 23 levels) are 
more of a challenge. 

Gameplay is repetitive and not very intrigu- 
ing; the puzzles aren’t even very tough. The 
graphics are a sedative at best and are reminis- 
cent of the old Pitfall. Because it’s difficult to 
tell where the defined “moveable” areas are 
(take one step into the water and you'll drown), 
I sank into many watery graves and fell off 
cliffs and through holes in caverns. There 
aren’t even any voices in the game, just cheesy 


GAME SHORTS 


subtitles proclaiming things like “That big fish 
thing just broke the bridge!” 

You can set up a joystick, keyboard, or 
mouse, but angling your aim to shoot the 
bad guys takes practice. Skip this one and dig 
out the old Atari 2600—you’ll have more fun. 

—Danny W. Lam 


GAMEPLAY: 

> GETTING STARTED: 
GRAPHICS: 

MULTIPLAYER: 

SOUND CHECK: 


DEVELOPER Capcom Entertainment 
Pususner: JVC Digital Arts Studios 

Wes: www.capcom.com 

REQUIRES: P100, 16MB RAM, 150MB HD, 
4x CD-ROM drive 

P166, 32MB RAM, 250MB HD, 
6x CD-ROM drive 

Street Price: $40 


IRON JOHN HAWK 


RECOMMENDED: 


CONTENT RATED BY 


©1998 Sierra On-Line, Inc. All rights reserved. Sierra, the “S” logo, King’SQuest, and Mask of Eternity 
are trademarks or registered trademarks of @iérra On-Line, Inc. 
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’m suspicious of new peripherals. I did 
not buy an MPEG card, 3D glasses, or a 
_ force-feedback joystick. And I held off 
on getting a DVD drive until three DVD games 
were released in the space of about two weeks 
late last summer. 

A month later, all I can say is: Thank God 
for business-related tax deductions. I remain 
unpersuaded by the efficacy of DVD. A game 
is either fun or it isn’t, and improved visuals, 
richer sound, and a dense storage medium 


aren't by themselves going to change that much. 
(Of course, six years ago I would have said the 
same thing about CD-ROMs.) 

That said, I still think Presto’s The Journey- 
man Project 3: The Legacy of Time is a solid 
shape-shifting time-travel adventure. 

And I still suspect the (now utterly) gorgeous 
interactive art-gallery known as Riven was 
itself sent forward in time from around 1993. 

(Red Orb; www.redorb.com; $40) 

And Starfleet Academy? Well, I had inflated 
expectations of the original—I blame those 
trailers Interplay insists on sticking on its CDs— 
and reacquaintance via the DVD version has 
let some of the air out of the game and some 
of the fun back in. It’s an updated version of 
the space-combat sequences from the pub- 
lisher’s first two Trek games, and, while oddly 
stiff, it’s a good time—even with two movies’ 
worth of filmed footage sitting on top of it. 

But that’s not the DVD. That’s just me, finally 
coming around. Now I just have inflated expec- 
tations for Secret of Vulcan Fury. <grin> ($50) 
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By Peter Olafson 


It’s never been enough to simply kill computer- 
game monsters. In our heart of hearts, we want 
them drawn and quartered. Possibly minced. 
We want severed arms, legs, heads... We want 
the Black Knight scene from Monty Python and 
the Quest for the Holy Grail. 

Interplay obliged us with a satisfying 
sword-fighting simulator in Die by the Sword 
and now, happily, has extended its life with 
the Limb from Limb add-on. It adds a new 
quest, new characters (you can play as a 
monster) and a range of multiplayer games— 
including co-op play and one game that 
uses kobolds as hockey pucks. 

[ wish they’d come up with more than 
two new critters, though, and the controls 
still strike me as too ornate. But when 
the first polygonal arm came flying 
off, I was beaming. ($20) (Interplay; 
www.interplay.com) 

The good sense and solid content with 
which LucasArts assembled its first three 
Archive series releases seem to have eluded 
it for the fourth: Star Wars Collection IL. 

The X-Wing and Tie Fighters collector’s 
CD-ROMs, while mission-rich (220-plus) 
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and surprisingly fresh in these newly 
accelerated versions, are a little too fresh 
to recompile. They’d been out just two to 
three months in the standalone version at the 
time of SWCII’s issue. 

Dark Forces remains the low-res DOS 
version that’s already been recycled in demo 
form in Vol. II and in its full version in Vol. 
III. The three-level versions of Jedi Knight 
and the Mysteries of the Sith add-on here 
are essentially demos. 

And while Yoda Stories (a Star Wars take 
on Indiana Jones and His Desktop Adventures) 
may hold some charm for 7-year-olds, it’s likely 
to seem hopelessly juvenile to everyone else. 

A bit of advice for the compilers: Rather 
than cannibalizing recent compilations, go 
back and give us the early games that haven’t 
been archived: Maniac Mansion, Zack 
McCracken and the Alien Mindbenders, 
Loom, Indiana Jones and the Last Crusade, 
and all three of Larry Holland’s WWII flight- 
sims—to say nothing of the 8-bit classics like 
The Koronis Rift and the Eidolon. After all, 
what are Atari 800 emulators for? (LucasArts; 
www.lucasarts.com; $50) 


| = ‘Ultimate Racing Series II, on te other hand, 


is a singular delight. You can’t go wrong with 


Andretti Racing’s Indy/stock-car hybrid—I’m 


~ in those cars when I play—or the extended, 
_ screaming drag race that is Need for Speed II: 


__ SE. And Moto Racer, even in the current 
__ welter of arcade motorcycle-racing games, 
has stood up startlingly well. (Electronic Arts; 


www.ea.com; $30) A-« 

Battles of the Outer Rim adds 79 
multiplayer and six single-player maps 
to Activision’s Dark Reign. Yes, six. So 
much for balance. Nice front end, though. - 
(Macmillan Digital; www.mcp.com; $25) € + 

Sierra continues to recycle itself furiously, 
with mixed results. Having anthologized 
each of its major franchises vertically in 
the Collector series, the publisher seems 
primed to re-collect them horizontally in the 
new Quest series. — 
Its first volume, rather bewilderingly, 
includes the most recent pre-1998 entries in 
the King’s Quest, Space Quest, Quest for 
Glory, and Police Quest lines. 

Do we really need this? Sure, some of 


these games are engaging—the insipidly 
~ titled Shadows of Darkness in particular— 


but this era found Sierra at its irritating 
cartooniest. © + 


Star Wars Collection Il 

The recent series of three-packs are reason- 
ably priced ($15-ish), but uneven in quality. 
Much as I love the Lode Runner game on the 
Arcade pack (@), the side-scroller Hunter 
Hunted and the Creep Night pinball game 
simply don’t feel finished. Better bets are the 
Simulations package (B =), which includes 
EarthSiege 2 (a mid-’90s mech game that 
still holds up) and the pretty (if too arcade-y) 
second take of Air-10 Tank Killer, and the 
Strategy package (B=), with the SimCity 
Romarum that’s Caesar II and the original 
turn-based Cyberstorm. 


The 486 Game Pak is a 
thoughtful quartet of light, 
uninvolving-but-fun games 
well-suited to late-adopters 
on the move: 3D Ultra 
Pinball, Hoyle Classic 
Games, the original You 
Don’t Know Jack, and 
Trophy Bass. (Then again, 
I have to wonder how many 
486 laptops have CD-ROM 
drives?) B 

This expanded version 
of 3D Ultra MiniGolf - 
Deluxe assumes the mantle |~ 
of EA’s old Zany Golf. 
The voiceovers and ani- 
mations are aimed at a 
young crowd, but the 27 holes are consistently 
tricky. Miniature golf is my game, but I think 
I made par exactly twice. B 

These Sierra packages cost $30 each, except 
for the three-packs ($15) and the 486 Game 
Pak ($20). (Sierra; www.sierra.com) 

I-Magic’s Front Line Fighters consists 
of 3Dfx-accelerated versions of three early 
Digital Integration flight sims for Interactive 
Magic: Apache, Hind, and iF-16. While the 
effect of the updates is comparatively modest, 
the charm of these games—espe- 
cially the two heli sims—shines 
through. It was an hour before 
I could put down Hind. (Interactive 
Magic; www.imagicgames.com; 
$30) B= 

The consumer-protection 
bells in my head were set off by 
the title. But even so, three of the 
Windows 95 games on 6 Great 
Games for Windows 98 are at 
least respectable—Earthworm Jim, 
FullTilt! Pinball, and Shanghai II. And Front Page 
Sports: Golf has the most natural feel of any 
golf game this non-golfer has seen. ($25) © + 

Racing Fever puts the brakes on Virgin’s 
admirable two-fer of some months back (the 
vivid Rally Championship and frenetic 
Screamer 2) with the addition of Apogee’s 
pleasant-but-dated Death Rally (which broke 
down and refused to even install on my sys- 
tem) and Accolade’s ponderous Test-Drive: 
Off-Road—which is definitely the most on- 
roady off-road racer I’ve ever played. ($30) 

C + (Encore; www.encoresoftware.com) 
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The eight flight sims on Aztech New Media’s _ 
Air Combat aren’t exactly current, and the 
manuals are all on CD, which qualifies this © 
comp as a nuisance. But it’s home to some — 
respectable alumnae, including the scenic 
Flight Unlimited, I-Magic’s unique Hind, and ~ 
Activision’s charmingly sensitive A-10 Cuba. 
(On the other hand, it also includes Merit’s — 
Fighter Wing, which is, in a word, crapola.) © 

Sports Mania, though, is pretty much 
drek, from Brett Hull Hockey 95 (95!) to 
Bruce Jenner’s World Class Decathlon 
(shudder) to Cyclemania to the Sports 
Illustrated (i.e. MicroLeague) football and 
baseball games. D (Aztech New Media; 
www.aztech.com; $25) 

Virgin has reissued about a dozen titles on 
its budget White Label, and the choices are 
generally respectable ones—no Hardline or 
Neo Hunter here. Personal favorites include 
Toonstruck (B +), the best LucasArts game 
LucasArts never released; Z (B), itty-bitty 
real-time strategy with glossy Chaos Engine 
graphics; and Dune II (B=), where that dis- 
turbing trend started back in 1992. 

The only iffy selection is Cyberia 2: 
Resurrection, but that’s not so much 
because it’s a bad game as because it’s a 
badly organized one. The Interplay origi- 


~ nal was an exotic cocktail of action and 


puzzle. But developer Xatrix loaded up the 

early sequences of the sequel with scripted 
shoot-’em-ups and then forgot to stir, result- 
ing in a game that comes off as a scripted 
shooter. © + (Virgin; www.vie.com; $15 

to $20 each) 


STRATEGY 


PHONES 


The holiday season means more games. 
And more games mean more cheats! 
More cheats mean more fun! Well, you 
get the idea. Check out what we've dug 
up this month and win without the mess. 


During the game, hit: 


F1 for online help. 
F4 to go back to main menu. 
Enter to pause. 


Hold down C + arrow keys + Ctrl + z to move character 
without collision. 


Hold down C + Space to gain all spells, weapons (right-handed), max 


lives, and max health, and to increase weapon strength. 


Repeat cheat several times for maximum weapon power. 


Bonus! Go to www.pcgames.com for a complete walkthrough! 


Rage of Mages 


During the game, press 
Enter, type the code, and 
press Enter again. All codes 
are case sensitive. 


#Chicken: Enable cheating. 
#show map: Open map. 
#hide map: Close map. 
#victory: Complete mission. 
#killall: Kills all enemy units. 
#pickup all: Picks all sacks (not including sacks in units). 


#event x: Shows conversations from units in the current level. X is 
any number. 


#modify self +spells: Enable all spells. 


#create (amount) gold: Create money. Example: #create 100000 gold. 


#create Very Rare Crystal Two Handed Sword: Creates a two- 
handed sword useful in completing missions. 


#create None Gloves: Creates Mage’s Gloves to increase Air Skill 
(only works with Mage character). 


Note that if you create nonexistent items, the game will crash. 


By Danny W. Lam 


House of the Dead 


Tips and hints: 


There are three different 
endings to the game 
based on your perfor- 
mance. 


If you can make it 
through the game sav- 
ing every hostage, you'll 
get to go through an 
extra room with lots of 
high-scoring power- —— le 
ups. This helps to get the best ending possible. 
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You get different points based on where you hit enemies’ bodies. 
Usually a shot to the head is the best choice for taking down an 
enemy and scoring the most points. 


Start a two-player game to have additional enemies appear 
and get more targets for a higher score. 


There are many different paths to take—watch the map at the 
end of the game after you die to clue you in to where the path 
branches. 


Sometimes you have to let an enemy hit you to take a branch. 
Although it will cost you a life, it will give you more targets and 


gameplay to go the extra distance. 


Shoot items in the background to uncover extra lives and other 
high-scoring power-ups. 


To be most effective, concentrate on each boss’ weakness. 


Try playing with every character in PC Mode—each has positive 
and negative attributes. 


All cheats are entered by first hitting F8 (chat), typing the cheat, 
then hitting Enter. 


madmax: Invulnerability. 
madmechastreisand: Maximum ammo. 
madrubyslippers: Fly mode on. 
madbanapeel: Fly mode off. 
madmaxamillion: A million dollars! 


madcastlearrgh: Level end. 
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NFL Blitz 


The following codes 
are activated prior to 
the start of the game 
by rotating the icons 
at the screen (Turbo 
rotates icon 1, Pass 
rotates 2, and Jump 
rotates 3) the corre- 
sponding number of 


' - 
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times (0 to 5). The last part of the code (the letter R for right, L for left, 
U for up, and D for down) indicates which direction to press 
the D-pad after rotating the icons. For example, to activate the 
SHOW MORE FIELD code (021R), you press Turbo 0 times (don’t 
rotate it), pass twice and jump once, then press Right on the D-pad. 
You'll then see the icons reset themselves and the words “SHOW 


MORE FIELD” over them. 


021R: Show more field (agree if 
two players). 


200R: Big head. 

203R: Team big heads. 

141R: Team big players. 

310R: Team tiny players. 

O50R: Big football. 

102R: Hide receiver name. 

555R: Rainy weather. 

222R: Night game. 

123R: Headless team. 

223R: Unlimited throw distances. 


423R: Super passing (two-player 
agreement). 


012D: No CPU assistance (two- 
player agreement). 


423D: No random fumbles. 
314D: Smart CPU opponent. 
001D: Shows field-goal percentage. 


111D: Tournament mode (In two- 
player game). 


525D: Snowy weather. 

522D: Unidentified call carrier. 
312U: Powerup offense. 
421U: Powerup defense. 
233U: Powerup teammates. 


045U: Super blitzing. 


514U: Infinite turbo. 
151U: No punting. 
344U: No interceptions. 
210U: No first downs. 
040U: Huge head. 
010U: Late hits. 


555U: Hyper blitz (two-player 
agreement). 


433U: Invisible. 


111U: Clear tournament mode 
(two-player agreement). 


444U: Super blitz (two-player 
agreement), 


5OOL: Turn off stadium. 


115L: No play selection (two- 
player agreement). 


250L: Fast passes. 
032L: Fast turbo running. 


404L: Powerup speed (two- 
player agreement). 


312L: Powerup blocker. 


211L: Allow stepping out of bounds. 


123L: Super field-goal. 
321L: No head. 
212L: Clear weather. 


333L: Invisible receiver highlight. 
555R: Rainy weather. 


Need for Speed Ill 


Type the following at any menu to 
activate the cheat. 


rushhour: Race with lots of 
traffic on the road. 


empire: Race on the Empire 


: go06: Ford pickup with 
City track. 


camper shell. 

go07: Jeep Cherokee. 
go08: Ford full-size van. 
go09: °64/°65 Mustang. 
go10: 66 Chevy pickup. 


elnino: Race with the El Nino 
Cal. 


gofast: Make your car go 
super fast in Single Race mode. 


allcars: Enable all cars in Single 
Player mode (not Pursuit 
Vehicles) and all Pursuit 
Vehicles in Hot Pursuit mode. 


go11: Range Rover. 


go12: School bus. 

go13: Caprice Classic taxi. 
In Single Player mode, type the go14: Chevy cargo van. 
cheats below, then click RACE 
to drive the different non- 
player cars. 


go15: Volvo station wagon. 
go16: Sedan. 

go17: Crown Victoria cop car. 
go18: Mitsubishi Eclipse 


cop car. 


go01: Miata. 

go02: Toyota Landcruiser. 
go03: Cargo truck. 

go04: BMW S series. 
go05: °71 Plymouth Cuda. 


go19: Grand Am cop car. 


go20: Range Rover cop car/ 
Ranger vehicle. 


Type these cheats 
in where you 
enter your name. 
If you're success- 
ful, you'll hear a 
voice say “Cheat 
mode on.” 


JHAMMO: 


Access all tracks. 


CMGARAGE: 


Bonus car. 


CMCHUN: Go- 


Kart mode. 
CMMICRO: Micro Machines mode. 
PATSCREEM: Get TOCA Showdown, mirrored championship. 


‘ VECTRA » 
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INOBABBUE 


Way-Out Holiday Hardware 


By Danny W. Lam 


ooking for that extra-special gift? 

Something with the words strange, 

unique, maybe even extravagant 
splattered all over it? Got a pretty nice-sized 
wallet? Then get your nose outta that Sharper 
Image catalog. We’re talking extraordinary 
PC gaming peripherals, not your run- 
of-the-mill Pentium II 333 with the force- 
feedback racing wheel and positional sound 
card. We’ve dug up innovative ideas such as 
chairs that’ll literally rock your gaming world 
and out-of-this-world speakers worth the 
price of a 17-inch monitor. Holiday shoppers 
take heed: for that PC guy or gal who has 
everything, we guarantee these gifts will be 


more effective than mistletoe. 


Acoustimass Multimedia 
speaker System 


The manual says it’s “designed for office 


workspace...” Yeah right. Bring these puppies 
to work and we guarantee you'll have co- 
workers screaming “TURN IT DOWN!” 
How did they get so much sound out of such 
cute little speakers? The satellites are literally 
the size of your fist yet pump out clean, beau- 
tiful sound. There are separate treble (very 
sharp) and bass controls on the 27-pound sub- 
woofer, magnetic shielding, automatic power 
on/off, and a second set of input jacks. 
You might also want to order the mounting 
brackets because it sounds even better at ear 
level. Good things come in small packages, 
and this is one big little package. (Bose; 800- 
444-2673; www.bose.com; street $599) 


NEC MultiSync LCD2000 SE 


Got eight grand to throw around? There 


aren’t too many computer peripherals that 
will make a hardened gamer stop in their 
tracks, but NEC’s LCD2000 SE will have 
about the same effect as a new Ferrari or 
Porsche at a car show—and that’s without 
the scantily clad showgirls. The LCD2000 
is a huge flat-panel monitor with an amazing 
20.1-inch viewable area. The 1,280-by-1,024 
maximum resolution is amazingly sharp— 
and it’s also the default setting. Unlike most 
laptop LCDs, with this monster you can 
see all that detail from either side as well 
as from the front. Colors are rich, contrast 
is good, and the screen is virtually 
glare-free. And since we’re talking 
flat-panel technology, this puppy’s 
depth is only about a quarter of a 
regular CRT big-screen. If 
you have a 450MHz 
Pentium II with twin- 
Voodoo IIs hanging 
around, playing Quake II 
on the LCD2000 SE is a 
beautiful experience. (NEC; 
800-632-4662; www.nec.com; 
street $7,999) 
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TSW2 
“Whoa, $200-plus for a wheel with no 
force feedback?” you ask. Well, after 
you take the metallic pedals out of the 
box, configure the wheel, and go for a test 
drive, all your incredulous questions will 
be answered. The folks at TSW aren’t 
well known, but they specialize in pro- 
ducing quality wheel/pedal combos for 
the PC. The unit we received, the TSW2, 
is their basic unit, but it can be upgraded 
with stuff like a pedal clutch or a Momo 
wheel. Keep adding, and you may end 
up with something like their top-of-the- 
line TSW Formula ($750). The plywood 
construction and plastic coverings aren’t 
ThrustMaster pretty, but they’re very 
durable—and true racing-sim fans 
don’t care about 
looks, right? 
The wheel 
works ex- 
tremely well: 
racing in 
Need for 
Speed III, I 
was amazed at 
the accuracy of the 
steering. The TSW2 sets up as a two-button, 
two-axis controller under Win 95/98. There 
are instructions for DOS game setups. 
Its only weakness is a lack of 
buttons, so you may 
find yourself 
hitting that 
keyboard occa- 
sionally. But if 
your baby’s a 
PC racer at heart, 
you owe it to them 
to check the TSW2 
out. (TSW; 319- 
462-3327; soli.inav. 
net/~thomas; street 


$220) 


intensor 
Thiss-iiss-wwhhat-hhappenns-wwhen- 


yyouu-uuse-tthe-chhairr...the Intensor 
from BSG Laboratories, that is. A light- 
weight, clamshell design opens up for 
action—plug this puppy into the power 
unit, climb in, and you’re on your way 
to spine-tingling gaming. It converts the 
normal sound from games into a tactile 
experience. (You can also use it with your 
TV, PlayStation, portable CD-player— 
anything you can plug speakers into.) It’s 
got a 5.25-inch full-range driver, a $.25- 
inch bass driver, and a tweeter all built 
in. Every shot in Battlezone is like another 
quarter in the vibrating bed, and using 
the Thumper, a weapon that simulates 
an earthquake, well, the bad guys weren’t 
the only ones shaking. The $300 unit can 
be upgraded to an office-chair model; 
and you can add a 40-watt subwoofer 
for even more bass, which bumps the 
price to around $600 for all the acces- 
sories. (Intensor; 800-274-5227; 
www.intensor.com; street $600) 


Cyborg 3D Stick 


We’ve been bugging Saitek ~ 


about getting our hands on one 


of these since E>. It’s one of 
the most unique sticks out 
there—possibly the most. These 
guys actually consulted with 
Olympic athletes and studied 
their grip on javelins and such 
for this design. The end result 
is customizability up the wazoo. 
You can take the included 
Allen wrench and adjust the 
stick for any size hand, pivot 
the thumb buttons at an angle, 
and so on. Lefties rejoice! The 
grip is naturally comfortable, 
and the button-mapping soft- 
ware, the Saitek Command 
Centre, is reminiscent of Micro- 
soft’s Controller Software— 
very intuitive and easy to use. 
The C3D incorporates Saitek’s 
new Ratio Digital technology, 
which uses much less of your CPU’s power 
(2.5 percent, compared to 20 percent for 
analog sticks), speeding up response time 
from stick input to game reaction. It’s 
a truly flexible unit that’s right for lefties 
or righties. (Saitek; 800-452-4377; 
www.saitek.com; street $70) 


Applica U2 


Hey, your buddy down the street still have 
a busted PC? Suspect that it may be a plot 
to avoid your superior skills? Check out 
Concurrent Control’s Applica U2, a product 
that allows you to run different 
programs simultaneously using 
one PC. The ISA card connects 
via cable to a docking module, 
which accommodates a sec- 
ond monitor, keyboard, 
and mouse. Load up the 
software, and you’re 
running in no time. 
Minimum specs 
are a P100 with 
16MB RAM—and 
the faster your 
computer, the 
smoother the 
second station runs. 
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Running two different Starcraft games 
on an AMD K6-2 300, the video on the 
second station was a bit slow (because 
both games were accessing the CD ROM 
at the same time) but playable. It currently 
doesn’t have sound support for the second 
station, but CC is working on the next 
generation U2 (it should be available in 


January 1999), which will incorporate 


a better video chip, sound capabilities, 
and support for Voodoo Ils, and will 
come in the faster PCI format. (Concur- 
rent Controls; 800-487-2243; www. 
applica.com; street $249) 


Modem Guard 


A 33.6 modem wasn’t fast enough for you. 
You were sick of the occasional disconnec- 
tion and slow download speeds. But 
upgrading to a S6K modem 

didn’t make Internet life 
any swifter. What’s 
going on? Well, 

it may not be 

your modem or 
your ISP. The cul- 
prit is probably a 
noise-filled phone 
line. The folks at 
APE believe they 
have the solu- 

tion. The Modem 
Guard combines a 
surge protector/line- 
noise filter in one 
unit. Using the MG, we 
didn’t get a faster down- 

load speed, but the fluctuation of 

the download rate evened out dramatically, 
and we’re also noticing that we don’t get 
dropped as often playing on Battle.net. 
Now, if your line is already noise-free, 
these folks are the first to admit the MG 
won’t improve your connection. But if 


eee 


you’re not sure and want the absolutely 
cleanest possible connections for your 
gaming buddy, try out the MG—it’s got a 
30-day money-back guarantee. (Australian 
Protective Electronics; 800-451- 9830; 
www.modemguard.com; street $55) 


OBAPBLE 


Savage3D 


Ithough it was one of the 3D 
pioneers, S3 isn’t often the graphics- 
chip manufacturer that pops into 


your head when you’re thinking about 

high-end 3D accelerators. The Virge was 
eclipsed all too soon by the likes of Voodoo. 
I know. I’ve got an $3 chip in my Compaq 
at home—and if I try to run any graphics- 
intensive games, well, let’s just say it ain’t 

too pretty. 

But S3 is trying to change all that with 
its new Savage3D, a 128-bit 2D/3D chip 
using an advanced trilinear-filtering scheme 
to achieve fill rates up to 125 million pixels 
per second. Sounds pretty good (and looks 
pretty good too, if our gander at one of 
its reference cards holds true), but $3’s got 
some heavy competition in front of it. Last 
month, we looked at 3Dfx’s Banshee and 
nVIDIA’s TNT chipsets, and PowerVR’s 
Next Generation is on its way (not to men- 
tion the 1740 and the current king of the 
graphics-card hill, Voodoo II, both of 
which shipped). 

The Savage3D technology does have a 
few tricks in its corner that'll help make 
it a contender. First, it uses trilinear filtering 
instead of the traditional bilinear filtering. 
Bilinear filtering leaves depth-aliasing artifacts 
(from compressing objects in the distance) that 
are normally taken care of through mip- 
mapping. This can leave its own “mip-banding” 
artifacts, though, especially evident in ani- 
mation. Trilinear filtering can remove all 
these visual mars, making smoother transi- 
tions off to the horizon. 


In addition, $3’s texture compression 
(cleverly acronymed as $3TC) was selected 
by Microsoft as the compression standard 


By Joel Strauch 


CURR , 
WORST Fre 

BEST FPS 1b2.e2 
AVERAGE Fes 371.10) 
TOTAL TIME 85.05 


TOTAL FRAMES 3215S 
FRAMES LEFT 1684S 


The Savage3D is already quite a respectable D3D performer. 


for DirectX. Microsoft says it picked S3TC 
because of its ability to compress data up to 
one-sixth the normally required space and 
deliver 4x AGP performance. $3 designed 
Savage3D with AGP in mind, optimizing the 
technology for AGP texturing. With $3’s 
“AGP Texture Look Ahead” scheme, the 
Savage3D should be able to intelligently 
request textures before they’re needed, which 
would reduce the number of stalls due to 
AGP latency. 

This all sounds great, but how well does 
it work? The reference card we looked at is 
decent (and we’re talking early here—it 
doesn’t even have a bracket to affix it to 


(22 fps 
45 fps 
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the back of the case/motherboard). It 
was an easy install: we just popped it in, 
attached the monitor cable, installed the 
drivers, and went. 

This early Savage3D card needed special 
DLL files for most 3D games, and the first 
ones we used were corrupted, so we weren’t 
noticing anything special at all. But the next set 
we received worked well—Incoming flew, but 
we couldn’t get Quake II running with com- 
pression in OpenGL. And the numbers it ran 
uncompressed weren’t too great. Epic has also 
pledged to patch Unreal so that it supports 
the Savage3D’s compressed-texture engine. 
Unfortunately, we couldn’t get the patch from 
S3 or Epic by press time. 

The Savage3D is poised for a successful 
future. Most cards using the chip will street 
for between $100 and $150, and the com- 
pany’s looking to make itself a de facto OEM 
choice by having a chipset price-point of $35 
in manufacturer quantities of 10,000 units. 
Savagely shrewd indeed. 


_ 


TITLE RELEASE 
Barrage 10/98 
Battlezone 03/98 
Battlezone Level Pack 10/98 
Beneath 02/99 
Blood 2 10/98 
Blood: One Unt WhI Bld 09/98 
Carmageddon 2 12/98 


Carmageddon High Octne 09/98 
Carmageddon Max Damg 02/98 


Critical Depth 11/98 
DF Jedi Knight W/ Sith 09/98 
Daikatana 02/99 
Dark Forces Jedi Mssn 02/98 
Dark Frces Jedi Knght 10/97 
Dark Vengeance 11/98 
Dead Reckoning 10/98 
Delta Force 10/98 
Descent 3 12/98 
Descent Freespace 06/98 


Descent Freespc Exp Pk 09/98 


PRICE 
$24.99 
$22.99 
$18.99 
$48.99 
$39.99 
$19.99 
$44.99 
$12.99 
$29.99 
$48.99 
$39.99 
$39.99 
$24.99 
$28.99 
$36.99 
$44.99 
$37.99 
$48.99 
$29.99 
$19.99 


ACTION 

TITLE RELEASE PRICE TITLE 
Dethkarz 11/98 $42.99 Interstate 82 
Die by the Sword Exp Pk 09/98 $19.99 MIA 
Drakan 01/99 $39.99 Max Payne 
Duality 10/98 $46.99 Metal Fatigue 
Duke Nukem Forever 12/98 $48.99 Planet Texas 
Duke Nukm 3D Atomic 01/97 $19.99 Postal Bundle 
Fighter Pilot 10/98 $19.99 Postal Special Delivery 
Flesh Feast 05/98 $35.99 Profiteer 
Forsaken 05/98 $29.99 Quake 2 
Future Cop: L.A.P.D 11/98 $19.99 Quake 2 Bundle Pack 
Half Life 10/98 $48.99 Quake 2 M Pk 1 or2ea 
Half Lfe: Tm Frtrss 2 10/98 $24.99 Quake 2 Vengeance 
Heavy Gear 2 11/98 $45.99 Quake 2 Zaero 
Heretic 2 11/98 $47.99 Rainbow Six 
Hexen 2 Hexmaker 03/98 $29.99 Requiem 
Hexen Portal Praevus 04/98 $24.99 Seed 
Hired Guns 11/98 $39.99 Shadow Master 
Incoming 07/98 $36.99 Shadowman 
Incoming Add On 09/98 $23.99 Sin 
Interstate 76 Arsenal 03/98 $38.99 Sin Level Master 


RELEASE 
02/99 
09/98 
11/98 
02/99 
09/98 
09/98 
09/98 
10/98 
12/97 
01/99 
06/98 
08/98 
09/98 
08/98 
11/98 
10/98 
02/98 
11/98 
10/98 
11/98 


ie 


PRICE 
$45.99 
$19.99 
$47.99 
$35.99 
$48.99 
$24.99 
$22.99 
$45.99 
$39.99 
$47.99 
$24.99 
$19.99 
$22.99 
$29.99 
$45.99 
$48.99 
$42.99 
$49.99 
$45.99 
$24.99 


TITLE RELEASE 
Sin Mission Pack 1 11/98 
Space Bunnies 09/98 
SpecOps 04/98 
Spec Ops Add On 10/98 


Star Trek Klingon Hnr Grd 10/98 
Star Trek Klingon Acadmy 10/98 


Starsiege: Tribes 10/98 
Tenchu 11/98 
Tomb Raider 3 11/98 
Tomb Raider Gold 03/98 
Tomorrow Never Dies 12/98 
Trespassr Jrssic Park 10/98 
Turok Dinosaur Hunter 2 02/99 
Unreal 06/98 
Unreal Level Pack 12/98 
Unreal Mega Pak 12/98 
Urban Assault 10/98 
V2000 09/98 
Vigilance 01/99 
Wrath 12/98 


PRICE 
$26.99 
$48.99 
$47.99 
$29.99 
$47.99 
$48.99 
$43.99 
$48.99 
$39.99 
$19.99 
$48.99 
$43.99 
$46.99 
$34.99 
$19.99 
$47.99 
$47.99 
$39.99 
$42.99 
$48.99 


STRATEGY 


Age Empires Finl Congst 07/98 $18.99 Deadlock 2 03/98 $39.99 Majesty: Empire Darkland 05/99 $48.99 — Star Trk Starflt Comm 12/98 $48.99 
Age of Empires 10/97 $29.99 Dominant Species 10/98 $45.99  Malkari 09/98 $37.99  StarCon 01/99 $44.99 
Age of Emprs Rise Rme 11/98 $29.99 Dominion Storm 06/98 $22.99 Master of Magic 12/94 $18.99 Starcraft 04/98 $36.99 
Age of Wonders 10/98 $46.99 Duel: Mage Wars 10/98 $39.99 Master of Orion 2 11/96 $24.99 Starcraft Brood Wars 10/98 $29.99 
Alien Intelligence 12/98 $45.99 Dune 2000 09/98 $39.99 |MechCommander 07/98 $29.99 Starcraft Bttl Chest 10/98 $65.99 
Alpha Centauri 01/99 $43.99 Dungeon Keeper Gold 04/98 $19.99 MechCommandr Exp Pck 12/98 $29.99 Starcraft Insurrection 08/98 $26.99 
Army Men 05/98 $26.99 Emergency 09/98 $19.99  Missn Fre:Cybrstrm 2 06/98 $36.99 Starcraft Retribution 10/98 $19.99 
Axis & Allies 09/98 $39.99 Extreme Tactics 10/98 $48.99 Myth 11/97 $19.99 Stars Twinpack 06/98 $27.99 
Battlecruiser 3000 AD 2.0 10/98 $17.99 Force Commander 02/99 $49.99 Myth2 11/98 $43.99 Total Annhitn Kingdoms 02/99 $46.99 
Blackstone Chroncles 11/98 $44.99 Gangsters 11/98 $35.99 Populous 3 11/98 $45.99 Total Annihilation 10/97 $19.99 
C & C 2: Tiberian Sun 10/98 $48.99 Global Domination 10/98 $39.99 Railroad Tycoon 2 11/98 $48.99 Total Annitn Cr Ctgcy 04/98 $19.99 
C & C Gold W95 02/97 $18.99 Heroes M&M 2 11/96 $19.99 Rebellion 03/98 $28.99 Tot! Annhitn Bttl Tctcs 08/98 $19.99 
C & C RA Aftermath 10/97 $19.99 HeroesM&M2Exp Pk 05/97 $19.99 Rebellion W/ StratGde 10/98 $46.99 Transport Tycoon Dix 09/95 $24.99 
C & C Sole Survivor OnIne12/97 $25.99 Heroes ofM& M3 11/98 $44.99 Risk 11/96 $18.99 Uprising 2 10/98 $37.99 
Caesar 3 09/98 $48.99 Hollywood Mogul 12/97 $39.99 RoboRumble 11/98 $26.99 War of the Worlds 11/98 $36.99 
Capitalism Plus 05/97 $25.99 Homeworld 11/98 $48.99 Ruthless.com 11/98 $47.99 Warcraft 2 Platinum 11/98 $39.99 
Civ 2 Multiplayer Gold Ed 09/98 $46.99 Imperialism 2 11/98 $44.99 SWAT 2 07/98 $34.99 Wargames 07/98 $39.99 
Civilization 2 03/96 $19.99 Incubation: Wilderness 05/98 $19.99 Sentinel Returns 09/98 $26.99 Warhmmr 40k Chs Gate 11/98 $45.99 
Civilization 2 Scen 11/96 $23.99 Industry Giant 04/98 $36.99 Settlers 3 10/98 $35.99 Warlords 2 Dlx 09/95 $39.99 
Civilztn Call to Powr 01/99 $45.99 Jagged Alliance 2 10/98 $44.99 Seven Kingdoms 2 11/98 $39.99 Warlords 3 08/97 $14.99 
Commandos 09/98 $29.99 KKND 2 09/98 $34.99 Seven Kingdms Anc Adv 06/98 $34.99 Warlrds3DrkLrdRsg 08/98 $34.99 
Creatures 2 09/98 $35.99 Knights and Merchants 10/98 $43.99 SimCity 3000 10/98 $44.99 Warwind 2 11/97 $34.99 
Dark Reign 2 06/99 $48.99 Lords of Magic SE 10/98 $39.99 Soldiers at War 05/98 $27.99 Worms Armageddon 12/98 $39.99 
Dark Reign MP 2 07/98 $26.99 MTG Duels Planeswalker 02/98 $26.99 Spaceward Ho! 4 10/96 $9.99 X-Com Apocalypse 08/97 $19.99 
Dawn of War 08/98 $39.99 Magic: The Gathering 03/97 $15.99 Star Trek Birth Fed 11/98 $52.99 Yoot's Tower 10/98 $39.99 
ADVENTURE | SIMULATION 
Abe's Exodus 11/98 $39.99 Quest for Glory 5 11/98 $48.99 1943 Euro Air War 09/98 $45.99 Man of War 2 11/98 $39.99 
Beavis & Butthd Do U 11/98 $25.99 Red Jack 09/98 $39.99 3D Naval Battles 01/99 $49.99 Motocross Madness 08/98 $44.99 
Beyond Time 09/98 $44.99 Return to Krondor 11/98 $45.99 F-16 Agressor 10/98 $42.99 Need for Speed 3 09/98 $42.99 
Curse of Monkey Isle 11/97 $19.99 Sanitarium 05/98 $39.99 22 Total Air War 11/98 $38.99 Scrmn Demons Europe 11/98 $45.99 
Dark Side of Moon 12/98 $46.99 Siege of Stormhaven 10/98 $48.99 FLY! 12/98 $46.99 Skies 09/98 $42.99 
Grim Fandango 10/98 $39.99 Small Soldiers Sqd Cmdr 08/98 $28.99 Falcon 4.0 11/98 $52.99  Starsiege 11/98 $45.99 
Indy Jones Infrni Mchne 02/99 $48.99 Star Trek SFA DVD 07/98 $44.99 Falcon 4.0: MiG 29 12/98 $30.99 W.A-P. Israeli Air Fre 09/98 $44.99 
KQ8: Mask of Eternity 11/98 $48.99 Star Trek SFA Mssn 04/98 $19.99 Flight Unlimited 3 11/98 $45.99 WWI Fighters 10/98 $44.99 
Morpheus 09/98 $44.99 Starship Titanic 04/98 $39.99 Grand Prix Legends 10/98 $44.99 Wing Cmmndr Prpcy Gid 10/98 $37.99 
Nocturne 12/98 $46.99 Starship Titanic DVD 10/98 $48.99 Independence War 09/98 $44.99 X-Wing Alliance 02/99 $49.99 
Patriot Games 09/98 $48.99 Str Trk Scrt Vicn Fry 09/99 $48.99 LuftwaffeCommander 11/98 $49.99 X-Wing Collector's Srs 06/98 $29.99 
Queen: The Eye 11/98 $36.99 Wheel of Time 12/98 $46.99 MS Combat FlightSim 11/98 $48.99  iA-10 Warthog 11/98 $43.99 
Ss HARDWARE | WAR | 
Controllers Video Cards 101st Airborne Normandy09/98 $35.99 Operational Art of War 06/98 $39.99 
CH Pro Throttle 03/96 $84.99 ATI Rage Fury 32MB 10/98 $279.99 Aide de Camp 2 01/98 $44.99 Pacific Tide 10/98 $45.99 
Ltech WM Formla Fre Whi 11/98 $169.99 ATI Xpert 128 16MB 10/98 $189.99 Battle of Britain 1940 12/98 $37.99 People's General 09/98 $42.99 
PDPIL4 Dig Game Card 08/98 $79.99 Canopus Pure 3D 2 12MB 06/98 $299.00 _Battlegrnd Gettysbrg 12/95 $18.99 Sid Meier's Gettysbrg 10/97 $22.99 
Saitek R4 Frc Fdbk WI =: 10/98 $169.99 Canopus Spectra 2500 10/98 $189.99 Close Combat 3 12/98 $48.99 Steel Panthers Arsenal 05/98 $36.99 
Saitek X-36 Cont Sys 05/98 $107.99 Diamnd Viper V550 PCI 01/99$189.99 East Front 11/97 $39.99  V Victory Bundle 11/95 $27.99 
TM Frag Master 10/98 $65.99 Dd Mnstr Fsn AGP 16MB 10/98$149.99 Medieval 07/98 $32.99 War Along the Mohawk 09/98 $28.99 
TM Nascar Racng Whl_~=—s- 111/97 $118.99 STB Velocity 4400 PC! 10/98$179.99 Napoleon 1813 10/98 $42.99 War in Europe 09/98 $39.99 
TM Nscr Fre GT Reg Wh! 09/98 $149.99 STB Velocity 4400 AGP 10/98$179.99 North Vs. South 11/98 $37.99 West Front 10/98 $37.99 
SPORTS COMPUTER ROLEPLAYING GAMES 
Baseball Mogul 12/97 $19.99 Links LS 99 10/98 $39.99 AD&D Collector's Ed. 07/98 $15.99 Fallout 2 10/98 $44.99 
Bseball Mogul Wrid Series11/98 $28.99 Madden NFL 99 09/98 $42.99 Ancient Evil 09/98 $45.99 Final Fantasy VII 06/98 $39.99 
Big Game Hunter 2 10/98 $22.99 NBA Live 99 10/98 $42.99 Baldur's Gate 11/98 $44.99  Gothica 12/98 $48.99 
Brunswick Pro Bowling 09/98 $39.99 NCAA Football 99 09/98 $42.99 Diablo 01/97 $27.99 Lands of Lore 3 11/98 $44.99 
Deer Hunter 2 10/98 $19.99 NHL Hockey 99 09/98 $42.99 Diablo 2 03/99 $48.99 Might & Magic 6 04/98 $37.99 
FIFA Soccer 99 11/98 $42.99 SS Pro Football 99 10/98 $46.99 Diablo Bundle 09/98 $29.99 Revenant 01/99 $29.99 
FPS Skiing 99 10/98 $39.99 Tiger 99 08/98 $42.99 EverQuest 02/99 $44.99 Thief: The Dark Prict 11/98 $29.99 
Knockout Kings 11/98 $44.99 Trophy Buck 11/98 $39.99 FRDescentUndermtn 01/98 $19.99 Ultima 9 Ascension 12/98 $52.99 
Links Extreme 10/98 $25.99 World Cup 98 05/98 $44.99 Fallout 10/97 $29.99 Ultima Online: 2nd Age 10/98 $44.99 


Call for details. 
©1998 CHIPS & BITS, INC 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD § 
& offer not guaranteed & are subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at 
our discretion. After 10 days the manufacturer's warrantee applies. All sales final. S&H calculated on a per order, per shipment, and per item basis. 
The “per order’ charge is charged once per order placed, the "per item" charge 
is charged once for each item ordered and the “per shipment’ charge is 
charged once for each shipment we make to you. For each US order $10.00 
will be allocated to a 12 issue subscription to Computer Games Strategy Plus. 


Standard 
U.S. Mail 
7-10 
Per Order $1.00 
Per Shipment $1.25 
Per Item $0.75 


Priority 


U.S. Mail 


2-3 Days 
$2.00 

$1.00 
$1.00 


8. Price, release, availability, shipping times 


Express Express Mail To Mail To 
Canada The World 

2 Day 1 Day 4-7 Days 7-14 Day 

$2.00 $2.00 $2.00 $2.00 

$5.00 $13.00 $2.00 $2.00 


$1.00 $2.00 


Up to 3 times more pawer! 
+ Features NEW! 3Dfx* Voodeo"2 technology 
Explosive epeed at over 60 frames/sec, 
Now! MEGAMonstur™ dual card feature 
Acce borates Glide (Voodoo, Voodoo), 


FREE INSIDE! 


TOs 


RHOTE 


‘DIAMOND MONSTER 3D Il This 3D add-on upgrade card works with your 
existing 3D graphics card or 2D/3D combo card. Using the 3Dfx Voodoo2 
chipset, it simply blows away every previous standard of performance. 
Features texturing and explosive speed at over 60 frames per second! 
| Includes free games (8meg): Special Edition Star Wars Game Pack, Heavy 
| Gear Full Version, Tomb Raider 2 Special Edition, and lots of demo games! 


Diamond (Hardware) 8 megs: * after $50 manu- 
Release: NOW facturer’s rebate 
PC 12 megs: (expires 12/31/98) 


‘TOMB RAIDER III’ Lara's off to more 
exotic locations this time, from the 
deserts of India to the islands of the 
South Pacific. Choose your destiny by 
selecting the order in which you play 
each of the 4 adventures. Revamped 
game engine, new reflection system, 
vastly improved Al, new special 
effects (rain, snow, fire, & more). 
Eidos (Action) 
Release: 11/98 


PSX 
PC CD 


TOMB 


‘RAINBOW SIX’ Lead a task force 
battling terrorism in highly realistic 
settings. Gameplay is a series of mis- 
sions in which you plan and execute 
precise assaults on terrorist installa- 
tions. You must complete 17 mis- 
sions, executed in 1st & 3rd person. 
B Seventeen immersive locations. As 
4 your mission advances, you will 
uncover a larger and more sinister 
Mm conspiracy, where the fate of the 
= world hangs in the balance. 

Red Storm (Action) 


_ Release: NOW 
“while supplies lastp¢ CD 


TomClancy’s 
AINBO™ SIX 


‘MYTH Il: SOULBLIGHTER’ is the 
sequel to the hugely popular Myth: 
s The Fallen Lords and features an 
improved engine with animated 3-D 
#1 models, 4x finer terrain mesh, & new 
B lighting model. New special effects 
include 3-D fire, ambient life, & pow- 
erful new spells. Also includes 
g improved pathfinding, Al, and new 
units & terrain. More net fun with indi- 
vidual & team rankings and in-game 
Bes} alliances. 


SOULBLIGHTER 


Bungie (Strategy) 
Release: 11/98 
PC CD 


‘HERETIC Il’ = This __ third-person 
action/adventure game based on the 
Quake II engine sets players on a 
quest through vast city & outdoor set- 
tings as they search for a cure to a 
deadly plague. Richly detailed envi- 
ronments, stunning special effects, & 
challenging level designs. Features a 
variety of offensive & defensive spells 
to fight a multitude of plague-ridden 
m enemies. 


Activision (Action) 
Release: 11/98 
PC CD 


‘BALDUR’S GATE’ is set in the 
Forgotten Realms campaign world. It 
features a transparent interface and 
gameplay that uses a real-time modi- 
fication of the Advanced Dungeon & 
Dragons rules system. Over 60 mon- 
sters to fight; you control a party of 
six, each with unique abilities and per- 
sonas. 5 CDs are filled with pre-ren- 
dered backgrounds, compelling 
music, and gameplay! 


Interplay (Roleplaying) 
Release: 11/98 
PC CD 


PCG1298 


TECANOBABBLE 


Stealth Il G460 
RATING: B+ 


It’s hard to find a 2D/3D video card that per- 
forms so well for as little money as those 
powered by the Intel740 3D chipset. We’ve 
already had great results with Real3D’s Star- 
Fighter card, which delivers beautiful Direct3D 
(D3D) textures and fast SVGA graphics that 
are sharper and easier to read than most of the 
competition’s. Diamond’s Stealth II G460 1740 
card plays by the same rules. 


Don’t get me wrong; by the time you read 
this, nVIDIA’s powerful RIVA TNT chipset 
will be available in cards such as STB’s Velocity 
4400, and we expect the TNT will lead the 
[740 in a one-on-one drag race. However, that 
horsepower will cost you decent bucks at a time 
when you can get the still very new G460 for 
$99 or less. Both are AGP cards—pumping 
data back and forth between the video card 
and the CPU at 66MHz and higher when PCI 
boards are trapped at 33MHz max. And 
nVIDIA has made big strides in enhancing 
SVGA and D3D graphics quality. But when 
you can get the G460 for as low as $70 after 
Diamond’s $30 rebate, we take notice. 

As the primary video board in a game PC, 
the G460 is a stalwart trooper. It comes with 
SMB of fast 1OOMHz SDRAM, a 203MHz 
RAMDAC for extended resolutions up to 


Direct3D Performance  640-by-480 | | ; 0 a 


1,280-by-1,024, 

and refresh 
rates and 32-bit 
color at screen resolutions 
up to 800-by-600. You won’t get 
video-in or video-out connectors 
or any other frills, but who gives 
a flying wampa? 

Likewise, the G460’s D3D is 
good, but not great. Diamond is 
working on an OpenGL mini- 
driver but has yet to release it for 
Win 95/98. Therefore, we couldn’t 
run Quake II. But if you’re that 
much i a Guilt II fiend, you probably won’t 
be satisfied with anything less than a Voodoo II 
accelerator anyway, so all that money you save 
on a G460 you can put toward a 3Dfx board. 
The worst thing we can say about the G460 
is that Diamond has put the Stealth moniker 
on too many video products in the last three 
years—making it easy to get confused as to 
which Stealth you’re buying. (Diamond Multi- 
media; 800-468-5846; www.diamondmm.com; 
street $99) —George T. Chronis 


Logitech 
WingMan Force 


What’s the perfect joystick for this age of 
niche peripherals? 

Well, it’s not Logitech’s new cable- 
actuated WingMan Force stick, which 
certainly doesn’t fit the bill of 


“all-purpose joystick.” More 
likely—despite some of its 
attractive features—avid 
players of flight sims, 
driving games, and 
action titles will find 
some shortcomings 
in the Force. 

For starters, there’s its footprint: you'll need 
a huge 13 inches by 9 inches of desktop. At 


_ 1,024-by-768 
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that size, we’re talking stashing the keyboard 
out of the way. With nine programmable 
buttons and an eight-way hat-switch, you 
may not have to replicate many keyboard 
commands, but that’s a demanding space 
investment no matter how you fudge place- 
ment of your other peripherals. Add the 
sizable power transistor to drive the Force, 
and you’re looking at some serious space 
requirements. At least its girth gives it some 
stability—once you’ve plunked it on your 
desktop, it'll stay right where you put it. 

The USB connection requires either 
Win 98—or that stalwart Win 95 users find 
and install Microsoft’s AGP/USB patch. 
There’s also a serial connection on the same 
cable, which is just fine if you’ve opted not 
to buy into USB. 

Since the Force uses a newer software dri- 
ver than Microsoft does, there’s a list of more 
than a dozen force-feedback—enabled games 
with which it won’t work. That’ll change as 
more games use Direct 6.0, which supports 
the newer protocol. For the rest of the force- 
feedback games, the Force worked well. We 
took a rip through Ultim@te Race Pro, where 
even getting off track and onto the grass 
caused some rough bucking. Similarly, the 
jolts when landing jumps in Motocross 

Madness made tricked-out stunts 
, even more challenging than merely 
lining up the landing onscreen. 
The force feedback itself is 
smooth and responsive. The 
cable-drive transmission 
bis, as advertised, defi- 
nitely less jerky than 
standard gear-based 

force sticks. As a 

normal stick, the 
Force handles nicely, 
with just the right amount 
of slack (sensitivity can be controlled at 
the Game Controller control panel, too). I did 
miss the Z-axis, but in general, the feel of the 
stick is pleasant and the overall molding and 
construction sturdy. If you can handle this 
behemoth on your desktop, the payoff is 
sizable. (Logitech; 800-231-7717; www.logi 
tech.com; street $150) —Don St. John 


Desklink Pro 
PCI V.90 
RATING: BL 


Thank the Tech Gods for AGP, since it opens up 
a PCI slot and gives me room to play with these 
new PCI modems like ActionTec’s Desklink Pro 
PCI. But to be honest, I really can’t point to any 
grand new features in PCI modems that will 
make gamers stand up and salute. 

True, PCI buses are faster than ISA buses, 
and they’re less likely to cause interrupt con- 
flicts with other peripherals, since the PCI 
bus makes it easier for the CPU to manage 
resources. But to be honest, I haven’t expert- 
enced a resource conflict with a modem since 
the Windows 3.1 days. And where speed is 
concerned, 56K is plenty slow enough for 
ISA transfer rates. If we were talking 128K 
ISDN speeds, it might be a different story. 

So why even think about PCI modems? One 
reason is you don’t have a choice. Chairman 
Bill’s storm troopers want to eliminate ISA slots 
entirely as soon as possible to ease the strain 
on system resources and to make it easier to 


Imation SuperDisk, 
Hi-Val SuperDisk 


OK, you’ve upgraded your computer so it 
has all the latest gadgets: AGP, DMA, USB, 
and more. You go over to a friend’s house 
and laugh at his crappy PC, only to learn he 
has one of those SuperDisk drives and you 
don’t. D’oh! 

Although Zip drives are making a strong 
bid to replace the millions of 1.44MB diskette 
drives, there are dissenters who want an 
improved standard. The SuperDisk drive 
can read floppies and its own SD disks, which 
hold a whopping 120MB. 

Like Zip drives, SuperDisks come in inter- 
nal and external models, but not always from 
the same manufacturers. 

You install the Hi-Val internal LS-120 just 
like any regular 1.44MB floppy drive. Connect 
the unit at an open IDE port or on the same 
ribbon as your hard drive. Once you install 
drivers—don’t throw away that 1.44MB drive 
yet—it soon sets itself up as Drive B. 


configure Windows. And we all know that 
Microsoft gets what it wants in the end. The 
other reason is that the speed and lack of 
resource conflicts allow for improved tele- 
phony features. But as I said above, telephony 
is not a mission-critical item for gamers and 
probably won’t be until cable modems or 
ADSL lines become much more commonplace. 
That said, the Desklink Pro is one of the 
first all-V.90 modems we’ve seen. Up until 
now, V.90 was something you had to up- 
grade your KS6flex or X2 modem to. 
What’s V.90? It’s the unified 56K 
standard that took the 
best from the 
K56flex and X2 protocols 
and ended that little blood feud. 
In theory, you’re fine if you’re connect- 
ing to a V.90 dial-up, and if that’s not 
available, then the Desklink Pro is supposed 
to switch over to Kflex mode. In reality, 
that didn’t happen automatically. We had 
no problem dialing into MindSpring, but 
this modem had problems connecting to 
Concentric, both of which are KS6flex. 


The external Imation SuperDisk unit 
plugs into your parallel port via cable, but 
it requires a separate power adapter. You'll be 
loading the drivers from your old floppy, as 
with the Hi-Val. In my case, Win 98 didn’t 
detect the drive, but the drivers took care of 
that and registered it as “removable drive 
F.” The Imation 
SuperDisk includes 
a disk-caching pro- 
gram, so things run a 
lot (up to five times) 
faster than non-cached 


Me ee 


HI-VAL12 
SU 


when accessing the 
drive, though it still 
doesn’t approach hard- 
drive speeds. It reads both 
1.44MB disks and SDs with- 
out hassles, and now I can store 
system-critical backups, large Quake II mod 
files, saved games for titles I’ve put away 
for awhile—basically stuff that doesn’t 
have to be on my hard disk. 

Things were working fine with both drives 


until the Imation just gave out on me. A call 


OMB 
PER Disk" 


Thankfully, the Desklink Pro ships with a 
utility that allows you to manually switch 
off the V.90. After we did that, it was happy. 
We’re not quite ready to blame ActionTec 
for this weirdness, since we can’t be sure that 
many ISPs have gotten V.90 up and running. 
But where K56flex is concerned, we saw no 
increase in connection speeds compared to a 
standard ISA internal modem. 
Otherwise, this modem’s installation 
was painless, and if you have 


the free PCI slot and need a 56K 


Feenm a DE 
EVen a FL 


| V.90 modem may not help an 
Unreal-based game like Klingon Honor Guard. 


to tech support revealed a host of known 
issues: an unhappy power supply (the AC 

was on and the unit wasn’t working), some 

bi-directional parallel ports needing reconfig- 
uration... Ouch! 

After running numerous tests, we came 
to a conclusion: busted drive. A replacement 
was sent and is working fine. And the Hi- 

_ Val’s still going strong. 

Unfortunately, SDs haven’t 
caught on yet, although Compaq, 
HP, and other companies offer 
the option of installing an inter- 
nal SD drive instead of a 1.44MB 
disk drive. SDs also cost about $9 
each (in 10-packs). But if you’re 
used to paying for Zip disks, the 

price is comparable. 

If you haven’t already become a Zip 
owner and are looking for something in the 
same price range (or lower, after rebates), 
SD drives have a lot to offer. (Imation; 888- 
466-3456; www.superdisk.com; street $149) 
(Hi-Val; 714-953-3000; www.hival.com; 
street $129) —Danny W. Lam 


Jaca lial ane 


modem, the price is right at $70. (ActionTec; 
800-272-4274; www.actiontec.com; street 


$70) —George T: Chronis 


Monster Sound 
MX200 


RATING: B+ 
PCI this, ISA that, USB the other, yada, yada, 


yada. I’m up to my ears in 3D audio cards. 
Buying a sound card used to be simple for 
gamers, but finding a clear best choice these 
days isn’t easy. What gamers want is a card 
that delivers everything, including a reason- 
able price. While I wasn’t that impressed with 
Diamond’s Monster Sound M80 board, its 
Monster Sound MX200 comes very close to 
meeting our needs. 

The MX200 comes in fast PCI format, 
supports four speakers to deliver four audio- 
distinct channels, and even tweaks Aureal’s 
A3D positional-3D audio standard to take 
advantage of those extra two speakers. The 


CATEGORY PRODUCT 


PC 


MX200 also supports 64-voice wavetable 
synthesis and comes with a digital gameport 
and a neat bundle of software (including full 
versions of Outlaws and Incoming). 

If you thought the 3D positioning on the 
Montego A3D Xstream (see our sound- 
card roundup, September 1998) was good, wait 
until you experience the MX200. Four speakers 
means no more having to sit right in front of 
the monitor to get the 3D effect. The aerial 
attacks in Incoming had me ducking for 
cover, and even Heavy Gear, another A3D 
title, seemed more involving. 

This card has a few shortcomings. For true 
DOS support, you have to hook it up in con- 
junction with a legacy ISA card. Then there’s 
the digital gameport. Especially with digital 
joysticks like Microsoft’s SideWinder Pro or 
with other digital devices such as Mad Catz’ 
Panther trackball, the joystick control panel 
will present a big “B3not connected=B2” 
message. The problem lies in the MX200’s 
PCI-ness. Most ISA sound cards are hard- 


Falcon Mach V 


aPOTLIO 


DETAILS 


i] 


coded to a particular interrupt value, and 
input-device drivers are most often instructed 
to match that value. But because PCI slots 
are more adaptable, Win 95 will select an 
interrupt value it thinks is best, leaving the 
peripherals confused. 

Diamond is working closely with many 
joystick makers, and a fix is now available 
at Diamond’s Web site. 

Although I got the gameport working the 
first time around, after about two weeks the 
port just disappeared and wouldn’t register 
itself on my PC. Reinstalling the MX200 fixed 
that problem. 

With sound cards averaging about $100 
right now, $149 will be just a bit over the limit 
for a lot of gamers. But considering all the fea- 
tures it comes with and the solid performance it 
delivers, the MX200 is a great card. Given that 
Diamond is working feverishly to fix the game- 
port problems, I’m sticking with it. (Diamond 
Multimedia; 800-380-0030; www.diamond 
mm.com; street $149) —Danny W. Lam 


OUR RATING 


Falcon Northwest: 


800-258-6778; approx. $4,000 


ViewSonic G790 19-inch ViewSonic 


800-888-8583; approx. $845 


Sony ay 
00476. 972; approx. $99 


Turtle Beach; 
800-233-9377; approx. $99 


Altec Lansing; 
800-258-3288; approx. $150 


CH Products; 
760-598-2518; $70 


Monitor 


CD-ROM drive Sony CDU-711 32x 


Sound card Montego A3DXstream 


Speakers ACS55 Power Gaming System 


ondering what 
W hardware to buy 

to get the best 
game machine for your 
money? It's easy: just 
check PC Games’ running 
list of our top hardware 
recommendations. Each 
month, we'll update the 
Hall of Fame as we 
review new products. 


Joystick F-16 Combatstick 


Gamepad SideWinder Gamepad Microsoft; 
800-426-9400; $39 
Modem SupraExpress 56 Diamond; 


800-727-8772; approx. $99 


Stealth 3D 2000 Pro Diamond; 
800-727-8772; approx. $160 


SVGA card 


2D/3D video card Velocity 128V 


STB; 
800-234-4334; approx $175 


Key add-ons Pure3D II LX video accelerator Lab ae 
538. 68-2533; approx. $250 
Monster Sound M80 Diam 


ond; 
800-727-8772: approx. $199 


December 1998 * PC GAMES 


play games? 


ais 2. 
aa ie 
one 
; Titty, 
FER on ie 
cS 
i's 
aay 


buy them at 
GameDealer.com > 


THE INTERNET'S GAME SUPERSTORE 


0m _* GREAT Panes - THESE TITLES & MORE WINDOWS © “* 
T-Shirt wit 5 ager 4 
hore over 650, N Fe 4 MACINTOSH @& 

PLAYSTATION </>. 
1-800-610-2614 NINTENDO 9¢2 


VIP CODE: PCG3 
WWW.GAMEDEALER.COM 


HEAVY GEAR 2 _ RETURN FIRE 2 FALLOUT 2 SIN 


Lots of Information — fax 1-212-387-8021 Intemational 1-212-358-9100 251 Park Ave South New York, NY 10010 


: * $4.00 rate US Priority Mail, US orders only. Additional shipping methods are available. 
Prompt Delivery ** All orders placed before November 25, 1998. 
5 © 1998 ActionWorld, Inc. All rights reserved. The Game Dealer logo, The Internet’s Game Superstore and | Play Games are trademarks 
$4 00 Shipping or registered trademarks of ActionWorld, Inc. in the US and other countries. 


0 I have a Pentium 133 with 24MB 
SIMM RAM. I’ve been nervously read- 
ing your previews about games that are said 
to require a P166/P200 with 32MB RAM or 
more, and I need help deciding how to go 
about upgrading my system. My motherboard 
is upgradable to a Pentium 200 MMX proces- 
sor. Now, I have a hard time earning money 


(I’m 15 years old and work- 


ing off of a $10-per-week 


You’re right, many older Pentium mother- 
boards top out at 200MHz, so getting a faster 
CPU than that would be a waste. Even if you 
go for the P200, most computer users lose the 
manual for their motherboards, and without 
it, it’s difficult—if not impossible—to know 
what the fastest clock-setting is. In addition, 
without the manual, you'll need to hope that 


allowance). Buying a proces- 


sor faster than 200MHz 
MMxX means I have to spend 
money on a motherboard, 
which means even more 
money; and I’ve been told 
that if I upgrade to a P200 
MMx, I'd be lagging. behind 
again within a few months. 
Also, buying a memory up- 
grade to 64MB DIMM RAM 
would cost just as much as 
buying this processor. So how 
can I get the most mileage 
out of my bucks? A processor 
upgrade? A memory upgrade? 
Or wait til I can afford both 
a more expensive processor and a 
motherboard? 

Mark Piper, via email 


Since the gaming industry constantly 
2 raises the bar of minimum specs for 
nde games, it can be a war of attrition keep- 
ing your machine from seeming archaic mere 
months after you buy it. It’s time for PC 
Games to arm you. Most of the time, the CPU 
is blamed for a slow gaming experience; how- 
ever, it’s merely one part of a bigger picture. 
The CPU handles most of the work, but if the 
rest of your computer is lacking, it'll perform 
like a Lamborghini with wooden tires. To 
answer your question, we now provide a minti- 


guide to upgrading. 


CPUs & RAM 
Currently, a Pentium 166 MMxX is about the 


slowest CPU you can expect good perfor- 
mance from when running today’s games. 
Unfortunately, 200MHz isn’t that much faster. 


You'll want a faster CPU for games like Unreal. 


the jumper settings necessary to set the speed 
are labeled on the motherboard itself. Some 
motherboards need a BIOS update—a daunting 
task for a non-technical person. 

Try talking your parents into popping for 
a new motherboard. Good ones like the 
Microstar 5169 can be had for under $100. 
It can handle Pentium chips up to 233MHz 
as well as the K6 and K6-2 CPUs from AMD. 
AMD’s K6 chips go up to 300MHz, 400 
for the K6-2. 

RAM 1s a much easier upgrade, and we’d 
recommend you get it first since you can use it 
with your existing or future PC. If you are play- 


Part I of our upgrading 
lesson looks at boosting 
your CPU 


By Matt Holmes 


ing newer Windows games with less than 
32MB RAM, it’s likely that hard-drive paging 
is slowing down the works. Hard-drive paging 
is when there’s not enough RAM available to 
store critical short-term information the game 
needs. Windows will use the hard drive as 
virtual memory instead, but that’s a lot slower 
than RAM and makes games pokey. For in- 

z z stance, when Unreal stops 
dead and your hard drive 
is spinning merrily away— 
that’s the lack of sufficient 
RAM talking. Many games 
pretty much choke on less 
than 32 megs. We recom- 
mend 64MB. Some RTS 
games like Total Annihila- 
tion often load huge maps 
requiring that much mem- 
ory to run. 

To add more memory 
to your machine, you’ll 
need to find out whether 
you have any available 
slots in your computer. 
Most Pentium mother- 
boards have four or six. 
They'll likely be filled with pairs of SIMMs 
(Single Inline Memory Modules), so you'll 
have slots 1 and 2 filled or 1, 2, 3, and 4, but 
not 1, 2, and 3. With older motherboards, 
you'll need to purchase RAM in SIMM pairs. 
These pairs come in 4, 8, 16, 32, and 64MB 
modules. If you have 16MB RAM, you'll 
probably find four 4MB SIMMs or two 8MB 
SIMMs. If all your slots are filled, you'll have 
to ditch two of your existing SIMMs to install 
two larger ones. 


Next month: upgrading video cards and hard 
drives. Send SOS queries to sos@pcgames.com. 


www. v.pricewatch. com: The cheapest way to find hardware atee | 

www. tomshardware. com: Learn all about modern PC architecture from a Pro. 
www. anandtech.com: Anand will school you on hardware.  -. 
| www. v.storagereview. com: More info on hard drives than you’d ever want to ‘Know. 
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Courtesy of 


Say hello to Microsof ideWinder” Precision Pro and Game Pad. Your one-way ticket 
to better play. Unbeatably accurate and reliable, you'll command the game in a way 
you've only dreamed about. Of course, buttons can be fully customized. And with 

their ergonomic design, you'll find the buttons exactly where you want them. At 

your fingertips and under your thumb. The perfect place to kick some serious butt. 


© 1998 Microsoft Corporation. All rights reserved. Microsoft and SideWinder are either 
ragistered trademarks or trademarks of Microsoft Corporation in the United States 
and other countries. 


© 1998 Electronic Arts. John Madden Football and EA SPORTS are trademarks er a } 1 
or registered trademarks of Electronic Arts in the U.S. and/or other countries. All rights A MADDEN Ss 
reserved. Officially Licensed Product of the National Football League Players. © “99 


1998 Players Inc. The PLAYERS INC logo is a registered trademark of the NFL 
Players. NFL Materials © 1998 NFLP. 


Game Pad PrecisionPro 
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Want more? Visit microsoft.com/SideWinder 
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nipe is having a cow...again. Mr. Real-World Tactics has a big 
bold bug up his keister about Rainbow Six being too realistic. 
GrinR, on the other hand, finds nothing wrong with the grow- 
ing realism trend in games and has his say in sharp #talics. 

I've watched over shoulders as some of my friends have played 
Rainbow Six. The concentration on realistic kill zones, opponents 
going down with single shots, no health packs, ammo packs, or 
rocket launcher... You're forced to interact 

with the game in a very different frame 
of mind than when you play, say, 
Quake II or Unreal. | know when | 
walk out my door, it’s unlikely 
my world will resemble a Strogg 
compound or a Nali castle. Not 
so with Rainbow Six. If | were 
to get really psyched up for it, 

| wouldn't want to meet me on 
a real street corner directly after 

a match. 

Doesn't it depend a bit on which 
streets you're walking? Let’s bring 


this back to earth here. You’re a 
fairly stable sort of fella—all frags 
aside—and I wouldn't have a great 
deal to worry about if I were to | 
meet you during a stroll through e 
your neighborhood. However, I bad 
would be a bit more hesitant to stretch 
my legs in a place where I might run into someone 

who lacks the ability to distinguish between fantasy and reality in the 
first place. I don’t think the bullet-spraying crazies out there warm up 
with a few days of SiN before they go on their rampages. 

Perhaps | misspoke. What really worries me is me—my psycho- 
logical equilibrium. My primary way of rationalizing the violence 
in games has always been that games are fantasy. They aren't 
real. Violent action in games is removed from reality. If games get 
ultra-realistic, how can | rationalize playing them anymore? 

First of all, games aren’t even close to ultra-realistic. Two out of 
five senses—sight and sound—are in play, and these are both in two 
dimensions (never mind that Aureal sound card...). The characters you 
shoot have red-colored pixels flying out of them, and in most games, 
they disappear! Action-game enemies don’t act with any emotions at 
all—they run, shoot, and “die.” It’s difficult enough to pretend these 
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When is Realism Too Real? 


games are realistic. Games are nothing like real life—if they were, a felled 
enemy would scream in pain, and blood would spray everywhere, drip- 
ping and glistening off the walls. 
Hmmmm... Where’s your neighborhood again? What | think 
you're missing in what I’m trying to say is that the game’s added 
realism acts as a trigger. What concerns me is the realism of how 
| interact with the game, more than the game’s visceral graphic 
content. Call it a social conscience. But 
how | react to the violence is more 
important than the violence itself. 
Again, I have to make the distinction 
"4 between violence and images of vio- 
' lence. I think your reactions to real 
violence would be very different from 
a your reactions to Rainbow Six. To 
| wt take a different perspective, maybe 
more realism is a good thing. If it 
makes more gamers like yourself ques- 
tion mindless violence, perhaps 
they'll be prompted to learn more 
about their own motivations. If a 
thug finds your hiding place and 
approaches it with a rifle in real 
life, do you run? Or do you shoot 
the hell outta him? 
No question. I'd blow a hole 
through him and watch him bleed 
slowly to death. But | have a philoso- 
phy about such things. In real life, you don't 
unsheathe the real weapon—or violent emotions—until you're 
sure you're going to need it. And once unsheathed, it has to be 
used. That’s why | want to keep reality as far away as possible 
from my in-game violence. 
Why not stick with Super Mario, then? It’s not at all realistic, and still 
challenging and fun. If you want to keep relaxed and not get aggressive, 
maybe you should stay away from Rainbow Six. But understand that, 
for a lot of people, both Quake II and Rainbow Six are action games! 
Focus in on those words—ACTION...GAMES. 


Snipe is off sulking in a tree, lamenting the fact that GrinR can argue a 
point much better than Blade ever could. And when GrinR isn’t coun- 
seling mentally unstable co-workers and girlfriends, he spends his free 
time cueing up his My Little Pony video collection. 
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With the POWER of 

Looking Glass Studios and ELDOS 
: brought Garret out 
(pe of the shadows... 


Studios and Eidos joined forces with 3Dfx to create 
stunning, stealthy effects for Thief: The Dark Project. 


The result is an incredible immersive 


pain 


experience that will forever alter your ya 


idea of first-person action gaming. 
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